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Bad Dayii Baadadl 


You’ve been cast out of the palace as a beggar. The princess has 
turned against you. The palace guards want your head on a skewer. 
And you haven’t even had breakfast yet. This is not good. At It gets 
worse. One minute you’re fleeing for your very life across roof tops. 
The next, you find yourself washed up on a desert island.. .or amidst 
ancient ruins, face to face with a disembodied head (and boy is it 
hungry!). This is really not good. At You stumble upon quicksand, 
serpents, spikes, magic spells, a skeleton with a sick sense of humor, 
and then...well...things get just a mite tricky. At Introducing 
Prince of Persia 2®: The Shadow & the FlamdT Some call it a dozen 
Arabian Nights movies rolled into one. Actually, it’s your worst 
Arabian nightmare. At So get some sleep. Once this ftf riHorhi 

swashbuckler begins, you may never sleep again. vv 010061011110 


PULSE-QUICKENING ACTION • RICH MOVIE-LIKE STORY AND SOUNDTRACK • INCREDIBLY REALISTIC ANIMATION 

A CINEMATIC ACTION G \ME BY JORDAN 1IECIINER • SUGGESTED RETAIL BRICE: 8119.1)5 (MS-DOS VERSION). SEE YOUR LOCAL DEALER OR CALL 
1-800- 521-6263 AND REFER TO CODE 264 TO ORDER AT A 25% SAVINGS. • REQUIRES 10 MHZ 286 OR FASTER MACHINE. HARD DRIVE AND VGA REQUIRED. 
©1993 Brederbund Software. Inc. Prince of Persia is a registered trademark and The Shadow & the Flame is a trademark of Broderbund Software. All rights reserved. 
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IN CYBERSTRIKE, 

ALL 3EGINNER1 WILL 3E 
TREATED FAIRLY. 


and 

Beaten all the boxed 
games? Done the arcades to 
death? Try CyberStrikeT the 
wild new multi-player game 
on GEnie where you hop into 
a two-legged CyberPod and 
battle it out against other 
real live humans for control 
of a virtual reality city. The 
action’s fast and furious. But 
even if you’re new in town, 
you won’t get blown to 
Kingdom Come. Well, not 
right away at least. In fact, 
CyberStrike is so easy to 
learn, you might actually 
live long enough to waste 
someone else first. And best 
of all, it only costs three 
bucks an hour.* So strap 
yourself inside a Pod and 
come out shooting. You’ve 
got nothing to lose. Except 
your life. 

GEnie. 

multi-player games 
100% ORGANIC OPPONENTS 

SIGN UP NOW: 1. Set your modem 
for holf duplex (local echo) at 300, 
1200 or 2400 baud. 2. Dial toll free 
1-800-638-8369. Upon connection, 
enter HHH 3. At the U # = prompt, 
enter XKY95112,DESTR0Y then 
press RETURN 4. Have a major 

number ready. For more informa¬ 
tion in the U.S. or Canada, call 
1-800-638-9636. 


I HEN DESTROYED , 
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promise no one will get hurt. 


BACK WITH A VENGEANCE 
Avalon Hill, the company 
that launched the wargam¬ 
ing craze back in the 1950s, 
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market. Here's a look at what 
we can expect from the 
company that made waging 
war an acceptable hobby. 
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GAMES TODAY: 

THE UNDERGROUND 
DEMO SCENE 
Right now, gangs of young 
cyberpunks are roaming 
the Internet. Using names 
like Future Crew, Silents, 
and Toxic Zombies, these 
talented hackers are pro¬ 
gramming the future. This is 
what it'll look like. 
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FOR KIDS ANYMORE 
Four new pinball simulations 
bring a classic American 
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ALTERNATE LIVES 
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the way they were 5 or 10 
years ago. It's time for a 
change — but what's the 
right direction? 
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already exciting sim even 
more intriguing. 
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magnum opus. According to 
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Grigsby's finest effort yet. 
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BUY THE BEST OF '93* 

And get the best off '91 & '92 

*As Chosen by Computer Gaming World & PC Games 

o\if« . 

TRILOGY 

$010 

WIZARDRY V, VI & VII 


WIZARDRY, the game that pioneered first-person perspective & defined computer role-playing for more than a decade. 

Now, the oword-winning WIZARDRY V, VI & VII ore avoiloble in 1 complete package, at 1 incredible price. Three best selling gomes, 
with over 500 hours of engaging,reployoble adventure, come to you with a savings of 25% off individual suggested retail prices. 



JSADERS 




THE WIZARDRY TRILOGY 
Scenarios I, II & III 

The original classics that set the trend in 
fantasy role-playing are now available 
a new low price! 
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Redefining role-playing for an entire industry 


1992 Fantasy Role-Playing Game of the Year 
PC Games 

1992 Role-Ploying Game of the Year 
Strategy Plus Magazine 


Paving the way for the systems of the future 
1991 Best Game of the Year 
Strategy Plus Magazine 
1991 Best Role-Playing Game of the Year 
Strategy Plus Magazine 
1991 Top Role-Playing Gome, April 1991 
Computer Gaming World 


Breaking away from the Wizardry system of the past 


SIR-TECH 

Ogdensburg Business Center, P.0. Box 245 
Ogdensburg, NY 13669 (315) 393-6633 
FAX# (315) 393-1525 

Avoiloble at a software retailer near you, or call: 

( 800 ) 447-1230 






EDITOR’S NOTES 


I t seems that a lot of folks, in¬ 
cluding some members of the 
press, have sort of missed the 
boat on what CD-ROM tech¬ 
nology can and can't do, and 
what it all means for the PC 
gaming industry and for you, 
the consumer. 

Six years ago, the average 
PC was an 8088 with two low- 
density floppy drives. Not 
many had hard drives. When 
the 286 became the standard, 
game developers began to take 
advantage of the chip's new 
speed and power, and that 
meant bigger games — games 
so big they had to be put on a 
hard drive. Publishers still put 
out games that could be played 
straight from a floppy, but who 
wanted to sit around swapping 
disks all day? 

With the arrival of the 386, 
game programs became really 
big — so big that to offer them 
on low-density disks would 
mean a package with 20 disks 
or more. Publishers needed a 
more efficient delivery system, 
and chose high-density disks to 
get their products to market. So 
high-density disk drives be¬ 
came the standard, and today 
we take them for granted. 

Now, as games approach 
30 MB and even 40 MB in size, 
it's time for a new delivery sys¬ 
tem. And that's really all CD- 
ROM is. It's a delivery system 
— an enormous new floppy 
drive—that gives today'sgame 
developers die room to create 


bigger, more innovative titles 
without the high costs and arti¬ 
ficial limits imposed by the 
floppy disk. Once, designers 
had to cut game features to 
keep their programs within 
an acceptable size range. Not 
anymore. 

But if you read some PC 
gaming mags, you might get 
the idea that CD-ROM games 
aren't still PC games. That's ri¬ 
diculous! IP s like saying a PC 
played from disk is dif- 
t from the same game 
installed on your hard drive. 
It's just not true — the only 
difference is in the time it takes 
for the program to access data. 
Any CD-ROM title on the mar¬ 
ket today could have been com¬ 
pressed and shipped on high- 
density floppies. But it might 
take hundreds of floppies to 
hold it all — not to mention 
the hundreds of MB of free 
hard disk space you'd need to 
install it. 

Sure, CD-ROM games are 
big. But they're still PC games 
— in fact, they're the future of 
PC games. More and more, we'll 
see games shipped on CD-ROM 
simply because its low cost 
and high capacity make it the 
best delivery system available, 
even for games that could be 
shipped on floppies. 

Today, a CD-ROM drive 
will enhance your PC; tomor¬ 
row, it will be a necessity. 

— Stephen Poole 
Editor 
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INTERACTIVE HORROR MOVIE 


HERE N© ONE 
RESTS IN PEACE. 


Dracula is 
back, driven by 
revenge and a hunger for 
human blood. Follow a 
trail of vampire brides, 
corpses, and wolf tracks 
through the streets of London. 

You direct the drama, 
suspense, and passion as 
you are drawn into a world of evil 
where every decision and action you 
make is inextricably tied to the fates 
of those you love. 

From the creators of 

Sherlock Holmes Consulting Detective™ 



Over 90 minutes of captivating 
video and an original 
gothic soundtrack draws you into 
the center of the ac 



Over 150 riveting scenes propel 
you down multiple pathways 
toward the final confrontation. 



Unique interactive 
ence that you've never 
encountered before. 


Contact your local retailer or call 1-800-877-4266. 
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AVAILABLE ON CD-ROM FOR PC AND MAC 






SURROUNDED BY ANTI-fllBCBAFT. 
HUNTEU BY SAMS. EVEN MflCH 2 ISN’T 
FAST ENOUGH. IT’S fl STORY CflPTRIN 
DEAN PENNINETDN DIDN’T THINK HE’D 

LIVE TO TELL. WOULD YOU? 


1 


A TRUE STORY 


capabilities of the F-16 Fighting life. Like real pilots, you’ll fly 
Kuwait, May 23, 1991. Captain Falcon. Nothing aside from a true with a wingman, allowing you 

to engage in 


I Dean “D-Dawg” Pennington dives F-16, captures the “hair-on-fire” feel- 

|B to take out an Iraqi 85mm gun ing of flying America’s most deadly 
er 


emplacement below. “Flares, break fighter like Falcon ® 3.0, Spectrum 
. left!” his wingman screams. He HoloByte’s computer simulation. 


L wrenches the stick just as a SAM 
^ explodes 10 feet behind his F-16. 

Anti-aircraft batteries now open up 
\ all around, engulfing him. Tbo low to 
avoid the anti-aircraft, too slow to 
evade another SAM, he’s faced with 
a hopeless choice and less than a 
quarter of a second to make it. 
Lighting afterburners, he rockets to 
safety before they can lock on again. 


aeKESarJVtt# 

FALCON 




aerial tactics 
like bracket 
holobyte maneuvers. 
Instead of enemies who fly in 
circles, Falcon 3.0 adversaries fly 
according to true fighter doctrine 
so they’re no pushovers. And 
Kuwait looks like Kuwait since 
al geographic theaters are 
faithfully mapped. 


THE STANDARD BY 
WHICH OTHER FIGHTERS 
ARE JUDGED 


NOT JUST A SIMULATION 
OF A WARPLANE 
A SIMULATION OF WAR 
Falcon 3.0 lets you fight as part 
A HIGHER LEVEL OF FLIGHT of an entire campaign. The mis- 
Unlike some sims, which more sions you fly play a crucial role in 


Captain Pennington survived closely simulate the arcade expe- your side’s success. But they’re m 
>n skill, nerve and the awesome rience than the flying one, Falcon hard-wired. Each result affects the 
3.0 features a depth of play overall war effort—and determines 
that almost rivals real your next mission. ** Succeed 




*r Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME. 
Fbr technical questions call (510) 522-1164 (M-F: 9AM-5PM Pacific Time). 




















and go on to hit the enemy in his 
own backyard. Fail and find the bad 
guys breathing down your neck. 


vs. 

!S> 



aircraft. Care to fly for the other side, con 


THE ELECTRONIC 
BATTLEFIELD SERIES: 

THE ULTIMATE 
CYBER-BATTLEFIELD 
Choose from multiple aircraft, 
multiple theaters, even which 
side of the conflict to fight on. 


Go head-to-head over a modem or 
with up to six players over a net¬ 
work. It’s possible because each 
Electronic Battlefield, Series 
title works with the others, from 
MiG-29 ™ to the upcoming F/A-18 
simulation. There’s even a multi¬ 


media guide to air-to-air combat 
called Art of the Kill “ to help you 
fly like an ace. It all starts with 
Falcon 3.0. 

The simulation for people who 
want to fly the not-so-friendly 


Spectrum HoloByte 

ELECTRONIC BATTLEFIELD SERIES 

The fight of your life. 

Product Information Number 112 








Mi=nn Bytfg 


Li.tl&hMi'L'MmVfil 












































Mesa Bytes 


NEW AND UPCOMING RELEASES 



ccolade has inked a 
multi-year agree- 
iththeNation- 
tball League 
Players Association and has in¬ 
corporated actual NFL stats into 
Unnecessary Roughness, an up¬ 
coming football sim the com¬ 
pany promises will be "graphi¬ 
cally intensive and aggressive." 


Michaels. Look for Unnecessary 
Roughness late this fall. (Acco¬ 
lade, 5300Stevens Creek Blvd., 
San Jose, CA 95129. (408) 
985-1700.) 

HPS Sim 
nounced two Aide De Camp 
developments. First, HPS is, 
sembling a database for w 
gamers who use the board-to- 



sion Games will create and mar¬ 
ket ADC add-on disks tailored 
to accommodate Decision's 
board war-games. The disks will 
shorten the process whereby 
players enter map and symbol 
sets. (HPS Simulations, P.O. Box 
3245, Santa Clara, CA 95055- 
3245. (408)554-8381.) 


And Shift and stretch and 
Alt and bend: Computer jock- 




Hazel Lane, Hopkins, MN 
55343.) 

MicroLeague Interactive is 
bundling two sports games to¬ 
gether in one package, called 
the Pro Pak. For $49.95, players 
receive MicroLeague Baseball 4 
and MicroLeague Football 2. Both 
games let you coach Hall of 
Fame greats from the past, and 
use actual statistics. If you're in- 





























association with Hanna-Barbera 
bring you the “cult classic 
cartoon”, Jonny Quest®. True 
to the television series, this 
game emphasizes fast action 
and a unique storyline. 

Join Jonny and Team Quest as 
they fearlessly trek through 
the Guatemalan jungle as 
they seek to solve the 
mysterious “Curse of the 
Mayan Warrior”. 

Game Features include: 

A 3D raised perspective 
for exploration, an icon 
controlled interface, 
combat sequences, 
full cast of interactive 
characters, a full 
sound track, stun¬ 
ning graphics, and 
literally hours of 
entertainment. 

Available for iBM 
PC and compati¬ 
ble machines. 

Check your 
local retail 
stores for Gear 
Works and other 
HOLLYWARE Games. 









SUMO HEAD BUTfS, 
SONIC BOOMS, 
WHIRLWIND KICKS, 
DRAGON PUNCHES, 
BUTT CRUSHES, 
FIREBALLS, 

SPINNING PILEDRIVERS 



Street Fighter II™ is a registered trademark of Capcom Co., I 































WILL YOUR PC SURVIVE? WILL YOU? 




'// 


FOR THE PC 


CAPCOM 


Distributed by Hi Tech Expressions 

Available at your local software retailer 
or call 1-800-447-6543 to order by 

MC/VISA/AMEX Product Information Number 134 














Mega Bytfs 

MOVERS AND SHAKERS 


wosubstantialentertain- 


T made hefty investments 
in Crystal Dynamics: 
Home Box Office (HBO) and 
King World Productions, per¬ 
haps best known as the syndica- 





Way, Palo Alto, CA 94303. 
(415) 858-4990.) 

Question: What do Milton 
Bradley, Tonka, and Virgin 
' ' :ractive have in common? 

swer: They're all owned, at 
least in part, by Hasbro. The 


Risk,andwillproducemore titles 
for Hasbro through a joint ven¬ 
ture between the two partners. 

Sanctuary Woods is kick¬ 
ing off a new marketing pro¬ 
gram that divides its edutain¬ 
ment titles into three product 
lines: 1-tales fea- 


ing of former Apple executive 
Michael Grant to spearhead its 

f-fefemsiontitleswilldebutonCD- 
ROM and then move to interac¬ 
tive cable once that infrastruc¬ 
ture is established. (Sanctuary 
Woods, 1875 Grant St., San 

d!i BzSBx 
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AND THE WINNER IS... 



F light-sim addicts who 
really want to earn their 
wings might want to 
check out a new contest 
sponsored by Micro WINGS, 
the International Association 
for Aerospace Simulations. 
The prize: a three-day trip for 
two to SimuFlite Training Ih- 
temationalinDallas. The win¬ 
ner will receiveground-school 
training and instruction in a 
Learjet simulator. On the third 
day, the winner will actually 
fly a Learjet 35 (under super¬ 
vision, of course). Entry cards 
for this drawing can be found 
inside the boxes of Mallard 
Software's aviation software. 
For more information, contact 
Mallard Software at (214) 539- 
2575 or MicroWINGS at (214) 
324-1406. The deadline for en¬ 
tries is February 28,1994. 

The winners have been 
announced in Accolade's 
"Hole Design Contest," co¬ 


sponsored by Golf Illustrated 
magazine and Jack Nicklaus 
Productions. The contest asked 
participants to design three per¬ 
fect golf holes (an ideal par 3,4, 
and 5) using the architect fea¬ 
ture in Accolade's Jack Nicklaus 
Golf & Course Design: Signature 
Edition. The three grand prize 
winners—Rev. Paul Crocket of 
Raleigh, NC; Mark Rogers of 
Grand Rapids, MI; and Marshall 
Gerometta of Griffith, — have 
won trips to play in a Pro-Am 
event at Colleton River Planta¬ 
tion in South Carolina, along 
withotherprizes. (Accolade,5300 
Stevens Creek Blvd., San Jose, 
CA 95129. (408) 985-1700.) 

Capstone is promoting its 
roster of movie and TV-based 
computer games with the 
"Reach for the Stars" Sweep- 
stakes. The contest, running 
through December, features a 
grand prize trip to Hollywood. 
Entry forms canbe found in spe¬ 


cially marked Capstone pack¬ 
ages, including Terminator 2 
Chess Wars, Wayne's World, Surf 
Ninjas, Homey D. Clown, and 


The Beverly Hillbil¬ 
lies. Speaking of 
Capstone con¬ 
tests, the Miami- 
based publish- 
recently aw¬ 
arded the grand 

American Tail 
Sweepstakes. 
Eight-year-old 
Michael Milroy 
d family, of 
ColoradoSprings, 
CO, were flown to 
Universal Studios 
Florida where 
they toured the 
park and lunched 
withAn American 
Tail's Fieval the 
Mouse.(Capstone 
Software, Air¬ 
port Corporate Center, 7200 
Corporate Center Dr., Suite. 
500, Miami, FL 33126. (305) 
591-5900.) 



If it were any more real, your 

THE ONLY THING chair would be in a 30° bank. Our 

new Microsoft* Flight Simulator” 
has four planes, each with its own 
instrument panel created digitally 
from actual photographs. There are 
storm clouds and sunsets to fly 
into. Crashes are scarily real. And 
you can fly to airports anywhere 
in the world. For even more detailed 
flights, there are New York and Paris 
scenery enhancements’. Everything is 
at your reseller. So, take off. 






















BRIX 


CRIME CITY 


Publisher: MicroLeague Interactive Software Developer: Epic MegaGames 


. 1 - ^ r - 





play value. And while there are 
five difficulty settings, ranging 
from easiestto hardest, the only 
difference is the amount of time 
given to complete the level, not 
in the design of the puzzle. 


however. With more than 200 
levels from which to choose, 
Brix offers many hours of satis¬ 
fying puzzle-solving for one or 
two players. In addition, Brix 2 
Deluxe — a companion set of 
games—offers a "level editor," 
which allows 
players to 
modify or de¬ 
sign their own 
game environ¬ 
ments using 
the Brix ele¬ 
ments. An¬ 
other handy 
feature is the 
"level solver," 
which shows 
frustrated players how to solve 
troublesome levels in exchange 

Featuring smooth anima¬ 
tion and vivid 256-color graph- 
ics,Bra:isawell-designedgame 
that's sure to appeal to puzzle 
fans. 


T raveling a road forged 
by Tetris, MicroLeague 
has teamed up with Epic 
MegaGames to release 
Brix, a fast-paced puzzle 
game with similarly addictive 
qualities. 

Brix takes fa¬ 
miliar elements from 
a variety of popular 
games in the genre 
and applies its own 
distinct spin. The 
goal is simple: Ma¬ 
neuver differently 
colored bricks so 
that like-colored 
bricks touch and dis¬ 
appear. When all the bricks are 
removed from a screen, the level 
is completed, and you move on 
to the next challenge. 

Complicating the process 
is a host of obstacles, including 
laser cannons, acid pools, and 


boiling lava. Several transport¬ 
ing devices, such as teleporters 
and elevators, make it possible 
to move bricks from a confined 
space to where they belong. 

The presence of these fea¬ 
tures means that players must 
as well as 

call for several 
to be maneuvered 
quickly around a haz¬ 
ard, and 
game a 
feel. 

Still, some 
Brix' s early levels 
effortless to complete, 

from the game's re- 


“*■5 i 





P eople can't al¬ 
ways afford to 
shell out $40 or 
more whenever 
they go shopping for a 
new game, nor can they 
always afford to spend 
hours at the computer 
mastering the game's 
mechanics once they get 
home. And with Crime City, 
n Impressions, they won't 
r e to. This game marks the 
company's new line of Micro 
Mysteries products, a series of 
easy-to-play, inexpensive 
graphic adventures for the time- 
and cost-conscious consumer. 

In Crime City, you play the 
part of a freelance writer who 
turns to sleuthing after his fa¬ 
ther is framed for murder. The 
game gives you 60 days to track 
down the real culprit and un¬ 
ravel the larger mystery that 
lies behind the killing. In classic 
crime-story fashion, the plot 
takes a lot of satisfying twists 


turns. Nonetheless, all but 
the densest of detectives should 
have no trouble cracking the 
: in the allotted time. And if 
you do get stymied, the handy 
t section in the manual 
should put you back on 

Crime City retails 
for $19.99, a price that 
would seem to guaran¬ 
tee a no-frills gaming ex¬ 
perience. And despite 
theattractivepackaging 
’ thorough manual, 
the cost-cutting be¬ 
comes apparent as soon 
as the program is up and run- I 
ning. Sound is minimal, and 
the graphics tend to be crude 
andblocky. Fortunately, the ab- I 


ce of finely detailed artwork 
n't impede your investiga¬ 
tion toomuch. Although you're 
required to search certain scenes 
for visual clues, key objects al¬ 
ways stand out, even if it's not 
quite possible to discern what 
they are without clicking on 
them for a text description. 

As far as solving the case is 
concerned, the game really calls 
for perseverance and patience 
more than any other combina¬ 
tion of qualities. The latter trait 
articularly important be- 
ie a number of crucial rev¬ 
elations are keyed to the pas¬ 
sage of time. The problem with 
this approach is that it often 
leavesyou sitting around, wait¬ 
ing for the next bit of info to be 
revealed so that you can get 
back to the game. 

Atthevery least, CrimeCity 
offers gamers on a budget an 
alternative to rummaging 
around the bargain bin at their 
local software outlet. And at a 
time when nearly every new 
game ups the hardware ante. 
Crime City runs i 
286. In the end. 


City delivers what you'd ex¬ 
pect: modest entertainment at a 
moderate price. 


Impressions Software, 222 Third Street, Suite 0234, Cambridge f 


—JeffSeiken 































Hte One Magazine 
You Need for PC Gaming! 


PC Entertainment leaves the competition behind with: 

• TOTAL PC entertainment reporting 

in every issue! p i'l tt^ 

Cr OAV C" 

• More screen-by-screen game analysis ,_~ 
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SIIMG-A-LOIMG 


K Kids love to sing, and 
they love repetition. 
With an endlessly pa¬ 
tient accompanist 
who'll play songs that they al¬ 
ready know, they can improve 
their musical abilities and read- 



get to the Windows desktop. 
Parents won't have any trouble 
switching back to normal op¬ 
eration, but this feature helps 
protect the rest of the system 
from curious pre-schoolers and 

ispretty forgiving 
in the hardware 


mg skills while doing some¬ 
thing they enjoy. That's the idea 
behind the new Windows title 
Sing-A-Long from Dr. T's Mu¬ 
sic Software, a kids' karaoke 
program that features well- 
known children's songs like 
"Baa, Baa, Black Sheep," "Pop 
Goes the Weasel" and "Lon¬ 
don Bridge." 

To make each song more 
fun, Sing-A-Long includes an 

the lyrics of the song. The pro¬ 
gram also displays the song's 
lyrics and the musical nota¬ 
tion for the melody, with a 
bouncing object thathelps kids 
to follow the lyrics as the song 
plays. 

Like any children's pro¬ 
gram, Sing-A-Long wouldn't 


e. Forte 


nuchifiti 




el of simplicity. 

essential functions of playing, 
stopping, rewinding, and 
choosing another song, while a 
single slider controls the play¬ 
back tempo. For even younger 
users, the program offers "Little 
Kids Mode." This option ex¬ 
pands the program window to 
the full size of the screen, hid¬ 
ing the most obvious ways to 


effects only takes 
up 4.5 megs of 
disk space, and a 
standard VGA 
display is ad¬ 
equate for the 
program's 16 
color, 64O-by-480window. Sing- 
A-Long takes advantage of stan¬ 
dard Windows sound and MIDI 
device drivers to use any in¬ 
stalled musical device. On sys¬ 
tems equipped with a micro¬ 
phone, kids can also sing along 
through the computer's speak- 
f- A-Long mixes the 



Sing-A-Long is a neat little 
program that doesn't try to do a 
lot, but what it sets out to do it 
does well. The songs are well- 
chosen for children of elemen¬ 
tary-school age, and the anima¬ 
tions that go with them are cute 

sound effects and animated 
characters who occasionally 
pop up on stage and deliver a 
line add to the fun, making this 
very appealing program for 

— Tim Victor 


kids. 


B-BALL 

Publisher: Bob Chaikin Developer: Bobball 
Rating: Q 


B asketball has always 
been a difficult sport 
to simulate on the PC 
— too many figures 
moving too quickly in too con¬ 
fined an area. But B-Ball side¬ 
steps the whole problem by 
substituting text for graphics, 
and statistical accuracy for ar¬ 
cade razzle-dazzle. Originally 
developed to help NBA teams 
analyze player performance 
(it'scurrentlyusedbytheNets), 
B-Ball is aimed 
squarely at fans who 
want to experience the 
game from the vantage 
point of the coach at 
courtside rather than 
theplayers on the floor. 

B-Ball comes in 
three distinct flavors: 

Full Season, Predict 
Games, and Single Game. The 
first two options allow you to 
rattle off a number of games in 
accelerated fashion, either be¬ 
tween the same two teams (Pre¬ 
dict Games) or according to a 
league schedule (Full Season). 
In both cases, your input is lim¬ 
ited to setting the pattern of 
player substitution. 

The Predict Games mode 
is primarily intended to forc¬ 
ing games in the NBA using 
updated stats, which B-Ball 
designer Bob Chaikin hopes 
to make available on a regular 
basis throughout the 1993-94 
season. The Full-Season op¬ 
tion, on the other hand, has a 
variety of applications. You can 
use it to test the accuracy of the 

to experiment with different 
substitution strategies for a 
team. You can also explore some 
intriguing what-if questions, 
such as how would the Bulls 
have fared last year without 
Michael Jordan. (Answer: not 
very well). At the end of the 
replay, B-Ball generates a mam¬ 
moth statistical report covering 
just about every conceivable 


area of player and team perfor- 

The Single Game mode is 
by far the most involved of the 
three. It lets you play out an 
entire game, making substitu¬ 
tions for your team and setting 
its strategy on defense. You're 
also given limited control over 
the passing game, roughly 
analogous to calling set offen¬ 
sive plays. All of the actual ac¬ 
tion on the court is described in 



a running text narrative. For 
brevity's sake, the play-by-play 
does not mention every pass 
that's thrown, but the 
computer's commentary is de¬ 
tailed enough to convey the fla¬ 
vor of the back-and-forth flow 
of the game. 

At present, B-Ball is only 
available direct from designer 
Chaikin, thou 



simulation will catch the atten¬ 
tion of a major software com¬ 
pany. Given its humble origins, 
it's not surprising that B-Ball 
could use some polishing — 
the keyboard interface is 
clumsy, and purists may take 

given to player stamina. Still, B- 
Ball has many of the ingredi¬ 
ents seriousbasketball fans con¬ 
sider essential in a simulation 
— and that in itself is no small 


—JeffSeiken 






















Axis the Camecheater gives you a few new tricks in your favorite games — 
special powers, enhanced weapons, and extra lives. So now you can get on 
with the adventure, past that nasty spiked pit, without burning your last life in 
a bad Super Dave imitation. Or you can loose your vengeance with that out¬ 
law turbo laser cannon you've always wanted. With Axis the Gamecheater, 
you get the little boost you need to keep the game fun! Superpowers are yours 
on demand — with just the press of a key! 

Axis the Gamecheater provides custom cheats for dozens of the most popular 
games, on PCs or Macs, and we're adding new games all the time. Ask for it at 
your favorite software source! 

For more information, call 

800 - 926-9677 

or 901-682-9676, Fax: 901-682-9691 
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BUCKLE UP—IT'S GOING 
TO BE A BUMPY BIDE 


to purchase the 
own. Now he 
his assistant, Lee Harvey, 
hot on the trail of the 
— and 


Somewhere out there are 
very tall and very strange 
res, alone and hunted... 
Oooh, it's so adventurey! 


1 : 

Police 

iat has 8 legs, 63 teeth, long 
fluffy ears, and a callous disre¬ 
gard for private property? 

What has the fuzzy, 
hyperkinetic charm of Calvin & 
Hobbes, the sarcastic humor of 
David Letterman, and the cheer¬ 
ful malevolence of Penn & 
Teller? 


























































Chapter 6: Showtime 

1 is being billedasaComedy Adventure. Day 
of the Tentacle is called a Cartoon Adventure. What's the difference? 
Well, while DOTT is groundbreaking in many respects, it retains a 
more traditional overall style — a safe, "something for everyone" 
approach. Sam Si Max Hit the Road has more of an edge, treading that 
fine line between irreverence and bad taste, and crossing it when 
necessary. Like "The Simpsons" or "Rocky and Bullwinkle," Sam Si 
Max combines a terrific, cartoony look with humor only an adult 
will fully appreciate. 

One thing you'll 
notice right away is the 
lack of an Action Menu 
(or any menu, for that 
matter) at the bottom of 
the screen. It's been re¬ 
placed by an interface 
of pop-up icons. Click 

cycles through what can 
be called Walking Fingers, Looking Eye, Pick-Up Hand, Talking 
Mouth, and Using Hand. The cursor functions like a minesweeper, 
changing to alert you when you've moved over something you can 
manipulate or interact with; the Eye and Mouth both open, for 
example. The Pick-Up Hand clenches, and the Use Hand squeezes 
one of those rubbery Martian face-popping toys ("I think it's called 
an Obie," Steve says). If a selected tool can be used, a red outline 
appears around it. 

Dialogue options also pop up as a row of icons. Click on the 
picture of Bruno to ask questions about Bruno the Bigfoot, click on 
the picture of Trixie to ask...well, you get the idea. There's also a 
"non-sequitur" icon, so that Sam & Max can "talk just to enjoy the 
sound of their own voices" (Sam: "I'm thinking of a number 


Chapter 7: 

On the Road Again 

As Sam & Max traverse the U.S. 
of A. in their black and white 
1960 DeSoto, a colorful "Greet¬ 
ings from the USA" postcard 
serves as their map and guides 
them to Snuckey's (no relation) 
Restaurants across the country. 
As on any long car trip, you'll 
no doubt need to take an occa¬ 
sional rest stop—and Snuckey's 
shelves are loaded with fere 
Official Sam & Max brand di¬ 
versions. If nothing else, the 
Freelance Police are ever-mind- 
ful of their own marketability. 
ThereareSam&Max Paint-By- 
Number Books, Sam & Max 
PortableCar-BombGames,Sam 
& Max Paper Doll Dress-Up 


Books, and more, all of which 
are playable as mini-games 
within the game. There's also 
highway surfing and other 
wholesome family activities, 
like riding the Cone Of Tragedy 
and playing Wak-A-Ratbackat 
the carnival. 

Inaddition, Sam & Max has 
its own set of dedicated screen 
savers. After a few minutes of 
inactivity, yourscreenwill start 


senseless violence are my forte!" 

Their inventory, a flimsy 
cardboard box, is the only icon 
to appear on screen regularly, 
and when accessed shows all 
the items Sam & Max are carry¬ 
ing, as well as all of the corn¬ 
eal, menuless jiggery-pokery 
freed up 33 percent more of the 
screen for artwork, so Sam & 
Max have the use of the entire 
screen for their 
radical antics. 

Sam & Max 
features a new ver¬ 
sion of LucasArt's 
iMUSE (Interactive 
Music & Sound Ef¬ 
fects) engine, which 

much higher sound 
quality on all sound 
boards, as well as a 
more seamless musical 
soundtrack. The Sam Si Max 
score is a bluesy-jazzy kind of 
thing, with a walking bass and 
cool vibraphone you'd expect 
to hear Sam SpadeorNick Dan¬ 
ger narrating over ("Suddenly 
it hit me, like the hot kiss of a 
right cross..."). ■ 


melting, folding over on itself, 
or displaying multiple Sams 
and Maxes parading around in 
different color palettes. 

In all, Sam & Max has about 
60 different screens and over a 
dozen locations throughout the 
USA—plenty of time and space 
to get Lost in America. 


Epilogue 

Although I can't reveal any de¬ 
tails about Sam Si Max's spec¬ 
tacular finale, I can say that it 
was created on an SGI (Silicon 
Graphics) 3-D workstation, and 
involves lots of trees and the 
World's Largest Ball of Twine. 

I asked Steve if he could 
describe Sam Si Max Hit the Road 
in one word or less. He thought 
for a moment and then replied, 
"Nihilism, Violence, and Fun." 

Look for Sam & Max Hit the 
Road in time for Christmas. 

























TRAVEL TO EXOTIC LANDS, 
MEET STRANGE CREATURES 



You've always considered yourself a soldier of fortune 
with a knack for survival and a thirst for green. Your 
mission? Anything for a price. But this time it's different. 
The stakes are a little bit greater and the danger is all 
too real. You and your team are on a desolate moon, 
surrounded by less than friendlies, with only one goal 
besides the mission itself; stay alive long enough to 
enjoy your newfound wealth. 


Hired Guns is an adventure that can accommodate up 
to four players simultaneously. It features furious non¬ 
stop action, first person 3-D view and auto-mapping of 
the 1.7 million cubic meters of play area. Choose from 
12 different richly developed characters to suit your 
needs for the mission at hand. Journey through this 
desolate land, all the while testing your survival skills. 
And remember; TAKE NO PRIS ONERS! _ 



Hired Guns is available on IBM compatible and Amiga formats. 
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ors occurred at the end of 1992, 
when The Avalon Hill Game 
Company hired a new director 
of operations, Jim Rose, to re¬ 


game division. Veteran observ¬ 
ers of the war-gaming scene had 
heard such rumblings before 
from Avalon Hill, but this time 
the company seemed earnest. 

Then last August came a 
blockbuster announcement 
that, at least for war-game fans, 
was a sure sign that Avalon Hill 
was serious this time: Rose had 
signed Atomic Games, devel¬ 
oper of the acclaimed V for Vic¬ 
tory series, to produce a com¬ 


puter version of Squad Leader, 
the marquee title in Avalon 
Hill's board-game line. And 
now, less than a year after the 
build-up began, Avalon Hill is 
ready to unleash a barrage of 
new software that could chal¬ 
lenge Three-Sixty and SSI for 
the top position on the com¬ 
puter war-gaming heap. 


game market back in the early 
'80s, the expert design work and 
unswerving commitment to 
quality that characterized its 
board games seemed strangely 
absent. True, Avalon Hill en¬ 
joyed a few successes, such as a 
computer version of its Diplo¬ 
macy board game and Under 
Fire, an original design of tacti¬ 
cal level combat during WWII. 



But there were also a lot of dis¬ 
appointments, and even some 
outright disasters like Civil War, 
which suffered from both crip¬ 
pling bugs and dreadful CGA 
graphics at a time when EGA 
was the norm. By the end of last 
Avalon Hill's once active 


A BLAST FROM THE PAST 

Ask a random sample of war- 
gamers how they became inter- 

andmostwillprobablypointto 
an Avalon Hillproduct. Avalon 


war-gaming craze 
when it marketed a 
table-top game called 
Tactics back in the 
1950s. It has produced 
hundreds of others 
since then, and today 

publisher of strategy 
board games. 

Butwhenthecom- 
pany entered the PC 





























in September 
of 1994, gave 
his 


As of this 
writing. Third 
ReichPCisdue 


Microcomputer Games Divi¬ 
sion had lapsed into almost to¬ 
tal dormancy. 

Enter JimRose. Rose joined 


Third Reich 

Avalon Hill after a five-year 
stint in corporate computing at 
Zenith Data Systems, bringing 
withhimanimpressiveresume 
thatindudedmorethan20 years 
of experience as a war-gamer 
and an extensive background 
in computers. Rose had one 
dear precondition for accept¬ 
ing the post at Avalon Hill: 
" [They j bad to give me full reign 
and totalcontrol,"hesays. "And 

For many of us, news of 
theagreementwithAtomicmay 
have been the first inkling that 
big things were brewing at 
Avalon Hill. But to Rose the 
Atomic deal actually represents 
the finishing touch on his ambi- 
tious plans to rev up the 
company's production sched¬ 
ule and restore its credibility 
among computer gamers. "My 
first goal was to fill the pipeline 
with a year's- worth of quality 
releases," he explains. "Opti¬ 
mally, I was hoping for five a 

roughly one a quarter." By the 
summer, the docket of upcom¬ 
ing gamesnumbered four: Third 
Reich PC, Civilization, Blackbeard, 
and Fifth Fleet. Squad Leader, 
which is scheduled for release 


out by the be¬ 
ginning ofNo- 
vember,witha 

version to fol- 

spring. (In general. Rose expects 
to repeat this pattern of releas¬ 
ing the game on the PC plat¬ 
form first, followed by 


Avalon Hill's revamped 
software development 
offices, there's a lot riding 
on Third Reich. The re¬ 
lease date has already 
been pushed back once, 
further heightening the 
speculation and expecta¬ 
tion surrounding the 
game. ButRose views the 
delay as a reflection of 
his resolution not to repeat the 
mistakes that doomed some of 
Avalon Hill's previous efforts. 
"It was postponed mainly be¬ 
cause we aren't going to let it go 
until it is complete," he states. 

Avalon Hill has already 
released Third Reich for the 
Amiga and Atari ST platforms, 
but the PC version of the classic 
board game of WWII grand 
strategy will bear little resem¬ 
blance to either. One of Rose's 
first acts after coming on board 
was to scrap the work that was 
already underway in porting 
the Amiga version to the PC, 
bring in a new in-house design 
team, and start afresh on the 
project. The results, he says, 
have been gratifying. 

Unlike the bowdlerized 
Amiga design. Third Reich PC is 
a completely faithful transla¬ 
tion of the board game. The 
interface is entirely point-and- 
click, and the map and unit 
counters are rendered in crisp, 
high-res VGA graphics. The 
game actually offers a choice of 
maps: one is an artfully drawn 
relief map intended for general 
use, while the other is an exact 
reproduction(rightdowntothe 
garish color scheme) of the map 


found in the table-top version, 
for the traditionalist who 
wouldn'tdreamofplayingwith 
anything else. Of course, users 
can switch between the two at 

In addition to providing 
players with a friendly and aes¬ 
thetically pleasing game envi¬ 
ronment, Third Reich also seeks 
to redress what has been a pe¬ 
rennial problem in practically 
every computer war game ever 
designed: the quality of the AI. 
Rose has assigned one program¬ 
mer to work exclusively on this 
part of the game. In tackling 
this task, the programmer has 

— few war games 
have ever been more thor¬ 
oughly picked over, analyzed, 
and dissected in print than 
Third Reich. 

But that's only the half of 
it. For ThirdReich, AvalonHillis 
employing neural net technol¬ 
ogy to create what Rose calls "a 
dynamic AI." 

"The biggest fail¬ 
ure in computer 
war games is that 
the AI is linear," 

Rose says. "In lin¬ 
ear AIs, all condi¬ 
tions are pre-set, 
which makes for a 
predictable envi¬ 
ronment after a 
while. But with 
neural net technol¬ 
ogy, the AI can 

takes. Italsohas the 
ability to statistically calculate 
all possible moves to its best 
possibleadvantageatall times." 
Exactly how tough is the com¬ 
puter? According to Rose, the 
programmer doing the AI has 
been playing Third Reich since 
it was first published in 1974, 
and the computer beats him on 
a regular basis. 

BUT WAIT.,.THERE’S MORE! 

Following Third Reich is Civili¬ 
zation, slated to hit store shelves 
early in the first quarter of 1994. 
Not to be confused with Sid 
Meier's Civilization, this Civili¬ 
zation is based on the popular 
Avalon Hill board game of the 
same name, which predates the 
MicroProse product. As with 
Third Reich PC, Civilization will 


romance and high adventure of 
the Golden Age of Piracy in a 
way that mere paper and card¬ 
board never could. 

And even greater changes 
are in store for Fifth Fleet, the 
modem naval simulation be¬ 
ing readied for a spring release. 
Rose has lined up some top¬ 
flight talent to do the design 
chores, starting with four mem¬ 
bers of the Department of De¬ 
fense programming company 
thatdevelopedthelogisticssoft- 
ware the Marine Corps used for 
the Somalia operation. He's also 
called in Joe Balkoski, who de¬ 
signed the Fifth Fleet board 
game and its sequels, to assist 
with the project. The finished 
product should serve as a dra¬ 
matic illustration of just what 
Rose has in mind when he talks 


duplicate all of the features of 
the tabletop title—but Rose is 
quick to point out that Avalon 
Hill will not fall into a rut of 


of existing board games. 

"Doing direct ports of 
board games is not essential," 
he asserts. In fact, it can often be 
counterproductive because it 
fails to take full advantage of 
everything that the technology 
has to offer. When adapting a 
board game to the computer. 
Rose says, the design team 
needs to consider carefully how 
the game can profit from the 
environment change. 

Fifth Fleet and Blackbeard 
will be the first two products 
that really put these ideas into 
practice. Blackbeard, for instance, 
will feature a much larger play¬ 
ing area than the tabletop edi- 

cally dictated by the size of the 
box. A rich soundtrack and col¬ 
orful graphics will evoke the 
























about doing computer conver¬ 
sions that transcend the limits 
of the board-game medium. 

"At the first development 
meeting with Joe, I told him to 
tell us where you cut comers in 
Fifth Fleet [the board game] for 
playability, tell us where you 
needed to make compromises, 
tell us all of the things you 
wanted to do but couldn't be¬ 
cause they weren't feasible," 
Rose recalls. "And we will be 
r thing he 


Leader/Advanced Squad 
Leader gamesystem to the com¬ 
puter wasn't quite so simple. 
Rose realized that he was deal¬ 
ing with something of a sacred 
cow; Advanced Squad Leader 
is revered by legions of fans 
who play it to the exclusion of 
all else and who would like 
nothing better than to see a com¬ 
puter version that's an exact 
carbon of the board game. But 


iind, th 




plexity and sophistication of the 
system precluded attempting a 
straight conversion. "Of all of 
the games on the entire earth. 
Advanced Squad Leader has 
got to be the hardest to put on 
the computer simply because it 
has developed such an exten¬ 
sive rules base to regulate the 
board environment," he says. 

A FRIEND IN NEED 

The alliance with Atomic 
Games actually aroseoutavery 
fortunate set of circumstances. 
In his first six months at Avalon 
Hill, Rose had already fielded 
around 20 different proposals 
to do a computer version of 
Squad Leader—but none had 
panned out. On his own initia¬ 
tive, Rose then sounded out 


Atomic Games, whose Vfor Vic¬ 
tory series he so ardently ad¬ 
mires. By coincidence. Atomic 
was already far along in devel¬ 
oping a game that dealt with 
the very same subject: squad- 
level combat in WWH. A deal 
was struck, and Atomic was 
told to forge ahead with its de¬ 
sign. 

Both Rose and Atomic 
president Keith Zabalaoui are 
careful to emphasize that the 
game will not be a direct trans¬ 
lation of Squad Leader. "It' stak¬ 
ing everything that's good 
abouttheSquadLeader 
game system and add¬ 
ing to that," Rose says. 
For exactly this reason 
(and until a better title 
comes along). Rose and 
Zabalaoui have even 
taken to calling the 
game Beyond Squad 
Leader. "If you're look¬ 
ing for an implementa- 
Squad 

then you won't be 


if you want something thatpor- 
trays the same underlying tac¬ 
tical warfare system, then this 
one will knock your socks off." 

While the board game has 
been hailed for its breathtaking 
detail, the computer game takes 
the pursuit of realism to 

ratified heights. During 
combat, for example, the 
computer calculates how 
much lead each weapon 
is putting into the air, 
based on such factors as 
rate-of-fire,magazineca- 
pacity, andbullet weight. 

And instead of relying 
on a single morale factor 
to express a squad's elan, 
the program maintains a 
psychological profile of each 
soldier and tracks how he's be¬ 
ing affected by the stresses of 
combat. The model for this as¬ 
pect of the game was devel¬ 
oped by a combat psychiatrist. 

The SVGA graphics also 
promise to be different from 
anything that's been seen be¬ 
fore in a computer war-game. 
The 3-D perspective will incor¬ 
porate light-rendered, digitized 
models of tanks and vehicles. 
Individual actions will be cho- 

Avalon Hill, 45 77 Halford Road, 


will 

time game 
play, for 
those who 

realistic taste of what it's like to 
make decisions under pressure 
and under fire. 

With five games in various 
stages of development, Avalon 
Hill is giving gamers a lot to 
lookforwardto—but there are 
even more surprises waiting in 
the wings. As soon as his in- 
house staff gets Third Reich PC 
out the door. Rose plans to turn 
them loose on a new design that 
has noboard-game antecedents. 
Rose declines to give any spe¬ 
cifics about the project, other 
than to say that it's a "hybrid," 
combining elements of war¬ 
gaming, role-playing, and strat¬ 
egy. He's also currently negoti¬ 
ating with an unnamed third 
party for the rights to publish 
another original product. Again 


he's tight-lipped on the details, 
acknowledging only that it's a 
war game and will feature 
SVGA graphics .Ifthedealgoes 
through, file game should be 
ready in January. 

As all of these projects go 
forward, however. Rose also 
foresees some exciting devel¬ 
opments for fans of Avalon 
Hill's board game line. The last 
two years have seen a surge of 
interest inplaying board games 
against distant opponents by 
ore, MD 21214-3192 


Beyond Squad Leader 

trading information or files 
through electronic mail. An 
enterprising war-gamer named 
Scott Hamilton has already 
marketed a software utility 
called Aide De Camp to facilitate 
this kind of gaming, commonly 
referred to as play-by-elec¬ 
tronic-mail or PBEM. At the 
moment. Rose is discussing 
with Hamilton the possibility 
of producing customized ver¬ 
sions of Aide De Camp for use 
with specific Avalon Hill titles. 
Avalon Hill is also considering 
developing its own set of soft¬ 
ware for PBEM purposes. Ei¬ 
ther way. Rose expects to have 
something on the market be¬ 
fore the end of the year. "Our 
ultimate goal is to make it pos¬ 
sible for every availableAvalon 
Hill board game to be played 
by e-mail," he says. 

Of course, such pro¬ 
nouncements as this have a cer¬ 
tain pie-in-the-sky quality to 
them. Given Avalon Hill's 
checkered history in the soft¬ 
ware arena, it's understandable 
that longtime computer war- 
gamers might view Rose's far- 
reaching plans with some de¬ 
gree of skepticism. A year from 
now, we'U be in a much better 
position to judge whether all 
the current signs of activity at 
Avalon Hill presaged a genu¬ 
ine eruption or merely 
amounted to so much noise. 
ButifRose accomplishes every¬ 
thing he envisions, it seems 
fairly certain that after slum¬ 
bering through the first dozen 
years or so of the computer war¬ 
gaming boom, Avalon Hill will 
be alive and smoking through 
















CUB 

Pirates Has Gone Gold! 

The best adventure game ever just got better! 



Critics are raving about Pirates!®Gold 

"Pirates! Gold is seductively beautiful, easy to 
learn, and sure to provide months of great gaming. 
Brovo, MicroProse!" 

PC Entertainment 

"The feel of the original game is still in the new 
version, with the addition of great graphics and 
sound support, allowing both newcomers and the 
ones who missed the original to experience a truly 
great game." 


Now Pirates! Gold Takes 
The Excitement Even Further! 

• Bombard more enemy ships! 

• Feel the ring of crossing swords! 

• Experience more action-packed combat on 
ships and land! 

• Plunder treasure in all-new harbor towns! 

• Gain power, prestige, or even the hand of 
the Governor's daughter! 



HONDURAS 











































































Goteburg, Sweden; and As¬ 
sembly '93 in Kerava, Fin¬ 
land, last July. At Assembly 
'93, Future Crew unveiled 
"Second Reality", while 
Amiga supergroup Silents 
showed "Optic Nerve," their 
first PC Demo. German 
Demo groups Xography and 
Dust also drew attention with 
the premieres of "Elements" 
and "Dust," respectively. 
Groups are currently prepar¬ 
ing for The Party '93, a com¬ 
petition to be held in Den¬ 
mark this December. 

To Find Out More... 

As a showplace for the tal¬ 
ents of some of the world's 
brightest young program¬ 
mers, Demos offer an early 
look at the sights and sounds 



of tomorrow's PC games. 
There areseveralwaystofind 
out more about the PC Demo 
scene and to get copies of 
some demos. Entire Demo 
programs can be down¬ 
loaded from bulletin board 
systems, and most Demos 


will include a list of addi¬ 
tional bulletin boards to 
check. If you have Internet 

archive sites at ftp.uwp.edu, 
wasp.eng.ufl.edu, or 
ftp.sun.ac.za, logging in via 
ftp as "anonymous." Demos 



are currently available in the 
directory /pub/msdos/ 
demos/demos, though the 
archive was being reorga¬ 
nized at press time. On 
Usenet, discussions about 
Demos take place in 
comp.sys.ibm.pc.demos — 
one of die best places to find 
outaboutnew Demo releases, 
and to exchange messages 
with Demo makers around 
the world. 


An Interview With Future Crew 


T he nine talented 
young men who 
make up Future 
Crew, all between 
the ages of 18 and 21 
and all from Fin- 
land,arerecognized 
as the premiere PC Demo 
group. They are: Samuli 
Syvahuoko ("GORE": PR), 
Sami Tammilehto ("Psi": 
coding), Mika Tuomi 
("Trug": coding), ArtoVuori 
("Wildfire": coding), Jonne 
Valtonen ("Purple Motion": 
music), Peter Hajba 
("Skaven": music, graphics), 
Mikko Iho ("Pixel": graph¬ 
ics), Aki Maatta ("Marvel": 
graphics), and Jussi 
Laakkonen ("Abyss": BBS). 

Wewere able to arrange 
an interview with GORE via 
electronic mail, and to get 
some of his thoughts about 
the PC Demo scene and Fu¬ 
ture Crew's role in it. 

Special thanks go to 
Jarkko Heinonenk, for pro¬ 
viding the e-mail connection. 

Who started the group, and how 
long has it existed? How much 
longer do you expect to be do¬ 
ing this? 

Psi started the group in 1988, 
so our group has existed for 
about 5 years now. At that I 


time FC was working on the 
Commodore 64. The next 
year, we moved to the PC. 

How much longer will 
we be around? Well, as long 
as we find this thing to be fun 
enough. So far we can't see 
the end! As the oldest PC 
Demo group, we think of our 
roles in the Demo scene as 
our lives. This is not just a 
hobby This is much more. 

Which at your Demos are you 
most proud of? 

Of course, the latest Demo is 
always the best! But since 
"Unreal" was the one that 
made us famous. I'd have to 
say thatwewere particularly 
pleased with it at the time of 
it's release. We can't really 
say we're so proud of it any¬ 
more since we have "Panic" 
and now "Second Reality." 
By the time this magazine 
comes out, our latest Demo 
should be out, too. But "Un¬ 
real" isstillthemostprecious. 
From a technical point of 
view, though, "Second Real¬ 
ity" would be the thing we're 
most proud of. 

Who comes up with the ideas 
tor your projects? 

Everything comes from our 
own creativity. The new 


Demo effects are usually in¬ 
vented by our coders, since 
know what is possible 
the hardware. Some¬ 
times the other members also 
come up with new ideas, but 
these ideas usually end up 
being impossible to convert 
into reality. The graphics and 
music are also usually in¬ 
vented by their makers. But 
when we design a Demo 
script, we do it together at 
Future Crew meetings. Then 
we can all have a chance to 
know about everyone's ideas, 
and we try to vote for the best 
ideas in order to createagood 
script. 

Do you get to see many Amiga or 
C-64 Demos? 

We like to watch Amiga and 
C-64 Demos very much and 
usually get a chance to do so 
at our meetings. Since one of 
our goals is to make PC 
Demos as good as the Amiga 
Demos, we have to check the 
status of that scene from time 
to time. When we see a very 
nice effect, one we haven't 
seen on the PC yet, we try to 
convertitto the PC hardware. 
Not only convert, but also to 
enhance and improve it. And 
when we come up with to¬ 
tally new ideas, we check to 


see if anyone has done them 
on the Amiga yet. If some¬ 
one has, we have to start 
thinking about another 
Demo effect until we find a 
unique one. A very good ex¬ 
ample was Trug's landscape 
routine in "Unreal," and 
most of the routines in "Sec¬ 
ond Reality." 

What’s the biggest challenge 
facing PC demo writers? 

You always have to find new 
ways of doing things faster 
— inventing new Demo ef¬ 
fects, and so on. That can be 
very challengingfor the cod¬ 
ers. And of course, there's 
always an artistic challenge 
involved. The musicians and 
graphic artists have to make 
even better stuff than what 
they did last time, so they are 
constantly developing. You 
always have to improve 
upon your last Demo some¬ 
how, and that's beginning to 
grow out of hand (just see 
"Second Reality"). I don't 
know how long we can keep 
up this speed of releasing 
Demos and still constantly 
improve their quality, but 
you can be sure we'll do our 



















LASER-GUIDED MISSILES THAT 
GAN PINPOINT 
A WINDOW. A 
10-TON BOMB 
LOAD THAT CAN 
LEVEL A TOWN. 

MAYBE THE BRITISH AREN’T SO 
CIVILIZED AFTER ALL. 





The Tornado. The plane that shredded runways 
and totaled buildings during the Gulf War. The plane 
that can scan the 
terrain ahead and 
automatically hug 
every hill and val¬ 
ley at just 200 
feet. And the plane 
with wings that 
sweep forward to 
maneuver 


through tight bombing runs and sweep back 
to outrace even the fastest fighters. 

Now you can climb into Britain’s hottest 
plane without joining the BAP. With Pitnsimi it 

Tornado, the flight sim from Digital Spectrum HoloByte 


Integration and Spectrum HoloByte, you’ll sit 
in a cockpit where the analog dials actually work. 
You’ll operate the Thermal 
Imaging And Laser Desig¬ 
nation (TIALD) system 
which zooms in on targets 
as small as the turret of a 
tank from as high as 
20,000 feet. And you’ll 
control a squadron with 


accurate it’s used 
train real Tornado pilots in the RAP. 

Fly this devastating aircraft once, 
and you’ll be glad the British 


Stop Visa/MasterCard orders call 84 hours a day, 7 days a week: (800) 69SUAME. Far technical questions call (810)822-1164 Ot-F: 9 pm-Sem Pataflo Ttans). 

Product Information Number 112 









Edgy animation! f ~~~ 

Twisted humor! 

Gratuitous antisocial behavior! 

Mini-games to play when you're at work! 

Full-screen graphics! 

Easy, pop-up verb and dialog icons! 

Roadside attractions your parents refused to stop at! 


Join Freelance Police, Sam (don't call him a cartoon dog) and 
Max (a hyperkinetic, rabbity thing) as they pursue a runaway 
carnival Bigfoot across America's quirky underbelly. 


Based on Steve Purcell's unconventional cult comic books, Sam & 
Max will take you on an irreverent road trip adventure that will put 
hair on your back. Collide with tacky tourist traps and intimidate 
their bizarre denizens. 



Tune up the car, water the cat and make a 
half-crazed beeline to your nearest retailer 
for Sam & Max Hit the Road™. Don't forget 
to bring clean underwear! 






EVER SINCE I WAS A 
YOUNG BOV, I’VE PLAfED 
THE SILVER BALL 


F 


a kid like me 
„ JWing up in 
HighPoint,NC— 
the "Furniture 
Capital of the 
World," home to 
the World's Larg- 


a lot to do when 
the weekend rolled around. 
After all, these were the mid- 
Seventies, before the existence 
of that great teen gathering spot 



asssssssas 

the pool halls and juke joints 


Four New Pinball 
Simulations Put A 
High-Tech Spin On An 
Old-Fashioned Classic 
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design — enough bells and 
whistles tokeep things interest¬ 
ing, but not so many that you 
have trouble focusing on the 
different objectives. 

Another change from 
Tristan is the table display. Cram 
an entire pinball table onto a PC 
monitor, and things like 
bumpers,rolloverlanes,andthe 
ball become pretty tiny. So 






























Eight Ball Deluxe 

lifelike table graphics. Couple 
that enhanced visual presenta¬ 
tion with realistic ball physics, 
and you've got the potential for 
one hot pinball simulation. 

And Eight Ball Deluxe lives 
up to that potential. About the 
only way you can play a more 
realistic game of pinball at home 
is to buy a table and plop it in 
your game room. 

Eight Ball Deluxe has setup 
options you won't find in any 
other PC pinball game. You can 
adjust table slant from 2° to 10°, 
as well as the power of the flip¬ 
pers, thumpers (the round 
bumpers at the top of the table), 
and slingshot bumpers; each 
setting noticeably affects game 
play. For players unfamiliar 
with the table, there's a Magnet 
option that lets you use a mouse 
todragtheballaroundandleam 
all the different scoring features 
and bonus options. 

Game play is uniformly 
excellent. The bumper action is 
the most realistic of any of the 
currentcrop of pinball situs, and 
the ball looks and moves great. 
Flippers canbecontrolledwith 
mouse or keyboard, but with 
keyboard control it's easier to 
use three types of table nudges 
— left, right, and up — that are 
realisticallyanimated. Those left 
and right nudges are crucial; 
when the ball's about to drain 
down the left side, for ex¬ 
ample, a right nudge is much 
more likely to save it than a 
generic upward nudge. No 
other pinball sim offers this 
degree of control at this level 
of playability. 


ers a ton of fast and furious 
pinball excitement. 

One thing that makes Pin¬ 
ball Dreams especially fun is that 
you get not one, not two, but 
four tables, each designed from 
scratch for the PC. "Ignition" is 
a galactic affair sporting rock- 
ets,moons,andasteroids;"Steel 
WheeT'hasarailroadingtheme, 
with a map of the U.S. in the 
center of the table; the bonuses 
in "Beat Box" letyoumakeyour 
way up the pop-music charts, 
from pressing a 12-inch single 


And the digitized 
sound effects make 
Eight Ball Deluxe even 


er noises, the hum of 
the machine, the sound 
of the steel ball rolling 
down the table, even 
the familiar "Quit talk¬ 
ing and start chalking!" 
—iPsall here, and gives 
the game an atmo¬ 
sphere so vivid that you 
almost expect to see a 
half-empty Budweiser parked 
at the bottom of the table glass. 

As good as Eight Ball De¬ 
luxe is, however, I do have a 
couple of suggestions for the 
folks at Amtex. An option to 
scroll the table view when cra¬ 
dling the ball with a flipper 
would make lining up precise 
upper-table shots both easier 
and more realistic. And since 
up to four players can compete, 
it would be nice if all four scores 
could be displayed simulta¬ 
neously, at least at the end of 
the game. 

But these little gripes pale 
in comparison to the technical 
achievements of Eight Ball De¬ 
luxe. Best of all, Amtex is plan¬ 
ning PC versions of two more 
classics, "Royal Flush" and 
"Funhouse." If they're given 
the same kind of loving at¬ 
tention Amtex lavished on 
Eight Ball Deluxe, pinball 
fans will be in seventh 


Pinball Dreams 


Rating: QQQQ 


21st Century Entertain¬ 
ment may not be a familiar 
name to PC gamers now, 
but that should change once 
word gets out about Pinball 
Dreams. Though it has the 
fewest setup options of any 
of the pinball sims on the 
market — you have no say- 
so over table angle or the 
number of balls (3) per game 
—Pinball Dreams still deliv¬ 


to starring in your own movie; 
and the "Graveyard" is filled 
with ghosts, haunted houses, 
and graves (of course). 

All the tables are excel¬ 
lently designed, with lots of 
ramps, bonus multipliers, and 
flipper-selectable rollover lanes 
— there are plenty of targets to 
aim for as the ball flies around 
the table. And does it ever fly! 
Pinball Dreams employs the 
same type of scrolling technique 
as Eight Ball Deluxe, and the 
designers at 21st Century En¬ 
tertainment obviously put a lot 
of effort into ensuring fast — 
and smooth — game play. The 
movement of die ball off the 



bumpers is especially intense, 
keeping game play hot as you 
work the ramps and drop tar¬ 
gets. One nice touch on all the 
tables is the tiny bumper be¬ 
tween and just below the flip¬ 
pers. It can prevent a ball from 
draining down the middle of 
the board, and helps keep the 
gamegoing justalittlebitlonger 
— very helpful when you've 
only got three balls per game. 

The table graphics aren't 
as busy as Eight Ball Deluxe; in 
fact, they're a little plain, espe¬ 
cially when you consider all the 
racy back-glasses of pinball 
games both past and present. 
But these tables were designed 
solely for the PC, and are per- 


iOOQQQ\jQQOOQQOOOOQOOQO\JO 















Silverball 

Rating: QQQQ 


MicroLeague Interac¬ 
tive used to be known as 
Sports, 

branching out into other 
genres. Most of these 
neweffortswereOK,but 
none really stood out — 
until now. Silverball, a 


detail — the whole package 
is a graphic tour-de-force. 
Some games have pop-up 
animations that give you 

that make you awareof spe- 
scoring features. 

The sound effects and 
music are also stunning. 
Each game has an appropri¬ 
ate soundtrack, and they all 
sound as if they were com¬ 
posed by highly skilled pro- 
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Hit Ly 


Shooting Game 


Call 1-800-758-HOME or visit your local retailer 
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Flipped Out Willy 

game. For one thing, it's nearly 
impossible to track the ball. At 
320 x 200 resolution, the half- 
;n table is very 
small (you should see 
it at 640 x 480!), and 
the tables are often so 
overloaded with col- 

the teeny-tiny ball 
zipping around. But 
as busy as the tables 
are graphically, 
they're actually 
pretty barren when it 
comes to bumpers, drop tar¬ 
gets, and rollover lanes. There 
just isn't a lot to do, even if you 
could keep up with the ball. 

The ball animation is 
choppy, even on a486/50MHz, 


Windows-users hungry for 
games might be tempted to give 


Dreams, the ball never comes to 
a complete stop when cradled 
with the flipper. 

This is one heckuva game, 
made even more impressive 
when you consider this is the 
first game of its type that 
MicroLeague has published. 
And there'smore good news— 
Epic and MicroLeague have 
teamed up to produce "Nova," 
an add-on table for Silverball 
owners. We've played a pre¬ 
view version, and it looks to be 
just as good as the tables in the 
Silverball package. Our hats are 
off to MicroLeague and Epic for 
putting so much time and care 
into this package — great job! 

Take-A-Break! 
Pinball For 
Windows 

Rating: 

The second installment in the 
"Take-A-Break" series. Pinball 
For Windows from Dynamix 
crams eight different pinball 
tables into one package. All are 
flavored with characters and 
settings from Sierra games like 
Leisure Suit Larry, King's Quest 
5, Space Quest IV, and The Ad¬ 
ventures of Willy Beamish, as well 


Quest For Daventry 
as Nova 9 from Dynamix. 

Instead of a scrolling table, 
Dynamix opted for a propor¬ 
tionately smaller machine, all 
of itcontained on half the screen. 
The remaining space is shared 
by an interface containing a few 
controls (coin slot, start button), 
an "electronic billboard" that 
displays hints(andinsults!),and 
a graphic window runs brief 
animated clips of characters and 
scenes from the Sierra or 
Dynamix adventure that's the 
setting for that particular table. 

Humorous things happen 
in Pinball for Windows: ptero¬ 
dactyls fly across the screen and 
gobble the ball in "Planet Pin- 
ball2" (Space Quest V);in "Quest 
for Daventry" ( King's Quest V) 
a yeti tosses the ball into a "wa¬ 
ter hazard," where it tempo- 


and if you're using the mouse 
to control the flippers it's all too 
easy to inadvertently pause the 
game by clicking to the right of 
die table. Keyboard control al¬ 
lows "grunching," or nudging, 
the table left or right—but you 
don't see the table move like in 
other pinball games, nor can 
you discern any real effect on 
ball movement. The anima¬ 
tions in the graphic window are 
nice, but let's face it—if you're 
concentrating on the game, you 
don't have a lot of time to sit 
a cartoon. 
Windows has 


appears in the 
graphic win¬ 
dow. 

Unfortunately,humorisn't 
enough — Pinball For Windows 
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Hack Your Way Through The 

T here's only one tiling better than wielding 
wits and weapons in a danger-filled AD&D" 
dlingeon adventure — and that's wielding 
them in limitless danger-filled dungeon % 
adventures! Which is what 
■ you get in Dunoron Hack.' x , 


Dungeons Of Your Nightmares! 

This single-character AD&D fantasy role-playing 
; adventure is easy to use. Generate your character 
from 6 races and 12 character classes (including 
multi-classed), select dungeon difficulty, and off 
j | . you go! Auto-mapping charts yotir 

| v explorations with printable jmafjs.' 

Passwords let you re-uKe 
favorite dungeons or let yduV 
" friends generate^the same 

. dungeons in their game. 
r / y. ' Want more? Digi- 

*• tized sound effects 

X and 256-color VGA 
/ktHotu / graphics make 
I ) Dunaeon Hack an 

; Jr i experience you'll 

treasure—over 

WcMmSU /# i %U and over again! 


With the randomized 
dungeon generator, 
tuslom set-ups arid 
over 4 b illion ppssi- f 

Jbfe dungeoris, no 
two games need 
i ever be alike! a 


i order, visit your 
retailer or call: 
1-800-245-4525 
with visa/mc 
pfi (li.S. He 
Canada 
only). 


DUHGEOK HACK 







ALTERNATE LIVES 

THE SHAPE OF THINGS TO COME 

NEIL RANDALL 


Computer role-playing games have 
reached a crossroads — and no 
matter which direction they take, it’s 
time for a change. 






































The computer's function will 
be to link players and to pro¬ 
vide worlds and storylines. In 
other words, the game will be 
theDungeon Master, taking that 
onerous task out of the hands of 
the players. 

Obviously, these aren't 
mutually exclusivepossibilities 
—but they're probably the only 
possibilities. The question now 
is, will one of these four new 
approaches dominate the oth¬ 
ers, as the dungeon-and-mon- 
ster game has dominated until 
now? Or will we, the players, 
give all of them a chance? As a 
whole, we role-players haven't 
been very receptive to new 
ideas. 

Richard Garriott, designer 
of the Ultima series, says that 
the market for RPGs "has re¬ 
mained largelyunchanged over 
the past few years." A top-10 
game sells about 100,000 cop¬ 
ies, he explains, and 250,000 is 
generally as high as sales go. 
The numbers were about the 
same a few years ago. 

But even though the mar¬ 
ket hasn't increased, Garriott 
says, the cost of development 
has increased dramatically. "So 
we either have to make product 
development cheaper — and 
that'sanoptionldon'tlike—or 
increase the size of the audi¬ 
ence." Garriott estimates that 
the hard-core role-playing au¬ 
dience is limited to about 
100,000 people, and that this 
number could be vastly in¬ 
creased if RPGs are developed 
as, solid, well-directed stories. 

The key word here is well- 
directed. "A good movie is a 
good movie because the story is 
pacedby the director," Garriott 
says. "But the problem with a 
classical RPG is that you can't 
direct it. My belief is that the 
game that will appeal to broad- 
based America is a well-directed 
game. If you have a great story 
to tell, you have to be able to 
control it." As a result, he sees 
the RPG of the future as being 
both movie and RPG. The chal¬ 
lenge is in figuring out the right 

It's clear that Garriott sees 
the interactive cinema para¬ 
digm —my third category — I 
mentioned ealier as the key to 
the success of future RPGs. In 
fact, it was talking with him 
that suggested this category. 


I've seen the idea of interactive 
cinema incorporated into 
graphic adventures, but not in 
RPGs. It makes sense, though; 
why should RPGs be long, com¬ 
plex, and largely undirected (or 
at least perceived as such — 
most are too linear to be truly 
undirected). 

Joel Billings, president of 
SSI (publishers of the AD&D 
series and other RPG lines) rec¬ 
ognizes the importance of com¬ 
plex storylines in RPGs, but ac¬ 
knowledges that "story prod¬ 
ucts are the hardest to design 
and test." His vision of the fu¬ 
ture mixes two fundamental 
ideas: virtual reality and multi¬ 
player gaming. A combination, 
in other words, of some of the 
ideas in my second and third 
categories. 

"Think about virtual-real- 
ity-based multi-player RPGs," 
Billings says. "The idea would 
be a VR setup, hooked by mo¬ 
dem with people in different 
places. They would be a party, 
butnot actually be together. It's 
not that far away—maybe five 
years, maybe less. Right now, 
people don't play over the mo¬ 
dem because it's both difficult 
and expensive. You can do it 
right now on the Sierra Net¬ 
work, or with Neverwinter 
Nights (an AD&D RPG on 
America On-Line),butthe tech¬ 
nology isn't quite there and the 
phone costs are high." 



SSI's Joel Billings 


But if a modem-reliant 
technology like 3DO becomes 
the hub of a new kind of home 
entertainment center, and with 
all the other cable and telephone 
advances either here or just 
around the corner, Billings 
thinks the idea is definitely on 



for Billings is the social nature 
of role-playing games. He 
points out that the original, pa- 
per-and-pencil Dungeons & 


Dragons "was a social thing. 
People got together in a room 
and worked towards a com¬ 
mon goal. The restriction has 
always been getting those 
people together in that room." 
It's a restriction modems can 
solve, when using your modem 
becomes as easy as using your 

Both Garriott and Billings 
are counting on technological 
advances if their views are to be 
realized. Garriott sees a need 
for a truly interactive, cinematic 


If we don’t give new role-playing 
concepts a chance, the trend toward 
formulaic, uninventive games will 
continue. 


technology; Billings is looking 
forsomethingliketheproposed 
superdata highway, with a 
healthy dose of VR as well. But 
both, importantly, also realize 
that new technologies aren't 
enough. For Garriott, the fu¬ 
ture of gaming depends on 
storytelling, a technology as old 
as human speech. For Billings, 
the future relies on the fact that 

and that's as old as the species 
itself. 

None of this, of course, is 
going to happen overnight. The 
next couple of years will see a 
spateofgamesthatfallintothe 
first category, and those of us 
who already enjoy bullying our 
way through dungeons (or 
thinly disguised dungeons) will 
continue to do so. But weoweit 
to the future of the genre to do 
one important thing: support 
new RPG designs and new con¬ 
cepts. Don't write off a game 
because it doesn't do what you 
expected it to do — a habit sev¬ 
eral RPGers I've read on 
CompuServe and GEnie have 
clearly fallen into. Instead, de¬ 
termine what the game is try¬ 
ing to do, decide if it does it 
well, and finally if doing it was 
worthwhile. If we don't give 
new concepts a chance the 
genre will stagnate, and RPGs 
will continue their trend toward 
the type of formulaic, 
uninventive product that char¬ 
acterizes network television. 











EXTENDED PLAY 

ADDONS • SCENARIO DISKS • UPGRADES • BUG PATCHES 

MiG-29: DOUBLE YOUR PLEASURE, DOUBLE 
YOUR FUN 

T. LIAM MCDONALD 


A tend to think 

ofthephrase 

technical 
achieve¬ 
ment" as an 
oxymoron, believing that (as is 
often the case) the Russians are 
hardly high-tech. But such con- 
ceitcan hardly extend to the jets 
of Mikoyan-Gerevich, which 
have long proven worthy ad¬ 
versaries for American hard¬ 
ware in hotspots like Korea and 
Viet Nam. In particular, the ag¬ 
ile MiG-29 Fulcrum, designed 
specifically for interception and 
dogfighting, is an unparalleled 
fighter in close-quarters. Ex¬ 
extreme angles of attack (up to 
80 degrees!), passive target ac¬ 
quisition, a helmet-mounted 
aiming monocle, < 


Such n 

surprise to flight-sim aficiona¬ 
dos, who often encounter MiGs 

ticular, Spectrum HoloByte's 


ss up a - 


■e of deadly MiGs tc 
make missions particularly 
challenging. 

Now Falcon owners a 
swap seats with their Sovi 


counterparts, thanks to the lat¬ 
est addition to Spectrum 
Holobyte's Electronic Battle¬ 
field Series. MiG-29: Deadly Ad¬ 
versary Of Falcon 3.0. MiG-29 
allows you to fly all the Falcon 
missions (including those in 
Operation Fighting Tiger) from 
the enemy's perspective. And 
in doing so, this add-on disk 
actually introduces an entirely 
new flight model into the Falcon 
equation, actually creating two 

MiG-29 is a spectacular 
achievement in flight simula¬ 
tion, if only because the flight 
model bears so little resem¬ 
blance to anything we've seen 
before. The extremely sensitive 
controls take some getting used 
to, but once you adjust for the 
very different feel of the MiG- 
29 you'll delight in the unique 
aerodynamics and outrageous 
acrobatic capabilities of this 
plane. This isn't just a fancy 
flier, either: its arsenal is formi¬ 
dable. The laser-sighted can¬ 
non can be set to automatically 
fire once a target is aligned. The 
passive, infra-red targeting 
helps reduce radar emissions 
drastically, allowing the Ful¬ 
crum to get in close, where its 
strengths can best be exploited. 
When the helmet-mounted sys¬ 
tem is activated in the now- 
familiar padlock view, the fire 
control computer tracks which¬ 
ever target you're looking at 
through the monocle. 


This addition to the Falcon 
family seems to have a few 
problems, though. Many are re¬ 
porting serious joystick prob¬ 
lems, including unusual sensi¬ 
tivity and poor centering. This 
may be due in part to the MiG's 
unique flight dynamics, but 
enough seasoned flight sim 
buffs have spoken up to make 
the problem worth noting. It's 
not an easy sim to fly, and will 
be particularly difficult for 
people used to the fly-by-wire 
F-16. But MiG-29 rewards pa¬ 
tience with some scorching ac- 


The Silver Seed 

Origin Systems claims to be 
the first game de- 

-on disk for a 
role-playing game. 

Forge of Virtue (for 
with Ultima VII: 

The Black Gate) gave 
gamers new worlds 
to explore and new 
items and abilities to 
help in their quest. 

Ultima VII, Part Two: 

Serpent Isle is the excellent se¬ 
quel to Ultima VII, and now it 
too has an add-on disk. The Sil- 
>eed loads into the original 
game seamlessly — but now, 
when you travel to Monk Isle to 
see Kamax, you can access a 
whole new world. 


since choosing the word "dis¬ 
covery" in your conversation 
with Kamax transports you into 
Serpent Isle's past. (This path¬ 
way into Silver Seed never 
worked for me, but I was able to 
get there using the Serpent 
Gate.) Once in this past world, 
you'll explore The Order Keep 
(populated with automatons), 
an abandoned outpost, a maze, 
Aram-Dol's lair, and the fiend's 
lair, meeting the mysterious 
Dark Monks, a madman, a help¬ 
ful dragon, and a host of mon¬ 
sters. 

The point is to pump up 
your party and give them some 
new items and treasure. Among 
these items are: a key ring that 
allows 


Silver Seed 

your inventory onany lock with 
a single mouse click; a helm of 
light, which serves as a perma¬ 
nent light source; a ring supply¬ 
ing unlimited reagents for 
spells; a belt that adds tenpoints 
to your strength; and several 
other very useful items. 

The goal of this sub-quest 


















FLIGHTSTICK PRO puts a whole new level of lethal accuracy and control in the palm of 
your hand. You sense the enemy. Click, click, click the stick... all clear behind and to the 
right - there, left front! You throtde down, activate tadar, lock onto your target. Two 
enemy planes eat your cannon fire as you blast a missile toward the bridge ahead. Done. 
Full thrust, ease up and right, and you’re clear of the explosive chaos below. And your 
hand never left the stick. Flightstick Pro 
the newest and best jet stick on the marks 
- it blows everything else out of the sky. 


FLIGHTSTICH PRO 
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is to find the magic orbs and 
gain the Silver Seed. Once 
planted, the Silver Seed can help 
save Serpent Isle from destruc¬ 
tion —though howitdoessois 
never quite made clear. New 
hotkeys are alsopart of the pack¬ 
age, reducing repetitious func¬ 
tions like eating, unlocking 
doors, pickinglocks,and check¬ 
ing the time to single keystrokes. 

The Silver Seed is a must for 
Serpent Isle fans. You could fin¬ 
ish the game without it, but it 
greatly adds to the game's play¬ 
ability, and it's a fair value. Of 
course, you have to wonder 
why these features weren't in¬ 
cluded in the original.... 



Snake Bit, and 
More 

After Access's somewhat 
disappointing Belfry Course for 
Links 386 Pro, Innisbrook is a 
refreshing change of pace. 
Challenging, attractive, and 
distinctive, the Copperhead 
Course at Innisbrook in Tarpon 
Springs, Florida, is a worthy 
addition to Access' impressive 
collection of add-ons. 

Narrow, unforgiving 
fairways demand precise shots, 
while the serpentine twists of 
some holes call for precise 
placement and careful strategy. 
Thick beds of pine needles and 
heavy tree cover make the 
roughs particularly bother¬ 
some. The fifth, eleventh, 
twelfth, and sixteenth are the 
particularly difficult holes, and 
several others are also 
standouts. Copperhead course 


they've added another classic. 
The Uninvited, to the Windows 
gaming lineup. A horror game 
before horror games were hip. 
The Uninvited drops you in front 
of a haunted house on a stormy 
night and dares you to enter. 
Though not a huge challenge, 
there is enough meat — and a 
few scares — to keep you 
hooked. Using multiple 
windows and enhanced 256- 
color graphics. The Uninvited is 
a great addition to the growing 
body of Windows games. 


Enhanced for CD 

SSI has brought Great Naval 
Battles of the North Atlantic to 
CD-ROM. The title includes all 
three add-on disks ( America in 
the Atlantic, Superships of the At¬ 
lantic, and Scenario Builder), 
ilong with a nicely enhanced 
soundtrack. The ' 



Innisbrook Cooperhead Course 
designer E. Lawrence Packard 
has a laugh onallofuswithhis 
very tricky fifteenth: an 
"invisible" water hazard placed 
just behind some shrubs, where 


play from the disk: it 
requires about 12 
megs of hard d 

Microprose has revamped 
three flight sims for CD-ROM 
release: F-15 StrikeEaglelll adds 
a "video documentary" to this 
excellent game; Gunship 2000 
ships on a CD with the Ice and 
Island scenario add-on; and 
Strike Eagle II and F-117 have 
been packaged on a single disc. 


Return of the Phantom, also 
from Microprose, is now on CD- 
ROM with enhanced sound. 
The voice acting is rather hol¬ 
low and uninspired, though, 
and the soundtrack hasn't been 
noticeably improved. 

Microsoft GolfcomestoCD- 
ROM with a wide array of new 
sound effects and video tutors. 
At various points, a Video for 
Windows box pops up and a 
male or female instructor tells 
you just why you're a lousy 
golfer! Actually, the instruc¬ 
tional pieces are useful and well 
done, but could have been uti- 


Bug Patches 

Editor’s Note: Contact game 
publishers tor info on bug 
patch availability. 

Patriot may well have been the 
biggest disaster in 360 Pacific's 
history. Chock-full of bugs, sport¬ 
ing user-hostile documentation, 
and featuring faulty program¬ 
ming, design, and AI, this self- 
described "land version of Har¬ 
poon" has received plenty of criti¬ 
cism. But never let it be said that 
360abandonsaproduct! Thecom- 
pany has overhauled Patriot to 
such a degree that the "patch" 
(which is shipping free of charge 
to registered users) is actually a 
whole new game, and comes on 
three disks. 

• Patriot Version 1.1 includes a 
complete revamping of the pro¬ 
gramming models for air war¬ 
fare, amphibious landing, land- 
based AAW, and artillery. The 
result is better AI and more con¬ 


trol. Factual errors in the database 
have been corrected, map clutter 
reduced, mapscaleindicators and 
new maps added, and new sce¬ 
narios included. Countless bugs 
— many involving crashes and 
memory conflicts — have been 
fixed. And a new supplemental 
manual goes a long way toward 
simplifyingtheobfuscationofthe 
original. While Patriot still sports 


described in "The Desktop Gen¬ 
eral" column of the May/June 
issue, iFs now a better-working 
program, and deserves a second 
look from people aggravated by 
the glitches of the original. 

Other new patches include: 

• Airbucks V.1.21: Corrects lock¬ 
ups and incompatible mouse 
drivers. 

• Amazon: A new .EXE file to 
allow the SoundBlaster Pro to 
use IRQ 10. A separate patch 
fixes troubles with getting the 
raft out of theboxon the airplane. 

• CarriersatWarConstructionKit: 
Separate patches update version 
2.00 to 2.02 and version 2.01a to 
2.02. 

•King's Quest 6 CD: Patch 
needed for Windowsuseatvideo 
resolutions higher than640 x480. 
If you were having difficulty 
making Prince Alexander walk 
off the bottom of the screen or 
pick up certain objects, this patch 
will help. 

• Lands of Lore: The Throne of 
Chaos V.l.ll:Fixesvariousbugs. 
Aseparatebeta version ofapatch 
aUowingformultiplesoundcards 
is also available. 

• RulesofEngagement2Campaign 
Disk V.1.01: Adds nine new 
Breach 2 IGS links to the cam¬ 
paign "Operation Hammer." 
This update is only useful if you 
are playing the game in conjunc¬ 
tion with Breach 2. 

• Take a Break Pinball: Has an 
updated KQUEST.DLL file to 
correctaproblemintheQuestfor 
Da ventry game, in which the ball 
becomes invisible after entering 
the Endless Desert Temple Stone 
Wall Trap. 

• Vfor Victory: Utah BeachV. 2.0: 
Is the only version that can be 
brought into the single-menu 
battleset system of the latter 
games. A 3.1 patch is also avail¬ 
able for people who don't own 
the latter games,bringingtheplay 
enhancementsof VeWayeLukiand 
Market Garden to Utah Beach. 

















































Hi THE 

DESKTOP GENERAL 

THE SECOND COMING OF THE SECOND FRONT: 

GARY GRIGSBY’S WAR IN RUSSIA 


No game designer has been 
more obsessed with the Rus¬ 
sian Campaign than Gary 
Grigsby, to the extent that his 
preoccupation has become al¬ 
most visionary. Consider the 
list of games he's created on the 
subject: Eastern Front (1982), 


Part of the attraction, of 
course, is the sheer scale of the 
thing; it is probably the only 
event in modem history that 
approaches a true Apocalypse. 
In terms of size, ferocity, and 
impact on the future of civiliza¬ 
tion, no other campaign in 
WWn comes close. This was a 
fight to the death between the 
biggest army ever seen on this 
planet and the best-led, most 
professional army ever created; 
between two totalitarian re¬ 
gimes, each of whose very ex¬ 
istence was largely predicated 
on the extermination of the 
other;between generals whobe- 
lieved that technology and su¬ 
perior training could offset 


at the hour of our first ac¬ 
quaintance and never relin¬ 
quishes its hold. It exer 
basilisk-like pull on m 
and heart. Probably no other 
conflict has been the subject 
of so many war games, and 
certainly not so many good 


whose souls did not flinch be¬ 
fore casualty figures thatwould 
havetoppled any Western gov¬ 
ernment overnight. 

It was a war with a 
front stretching 1200 
miles, from the wind¬ 
swept fells of Lapland to 
the majestic peaks of the 
Caucasus, where the 
most mechanized army 
in the world was sup¬ 
plied by packtrains of 
camels driven by band- 
oliered tribesmen who 
looked as though they'd 
step-ped from a 19th-cen¬ 
tury engraving. The ebb and 
flow of its campaigns was like a 
cycle of tidal waves, devouring 


I great cities into smoldering 
heaps of rubble. In all, 350 divi- 
I sionsfoughtonbothsides,with 


a savagery that produced more 
battlefield deaths in any given 
week than the United States suf¬ 
fered during the entire Euro¬ 
pean campaign. 

But beyond the drama, the 
Russian campaign grips war- 
gamers because it was, at sev¬ 
eral crucial points, such a close- 
run contest; indeed, a convinc¬ 
ing casecanstillbe made that, if 
it had not been for Hitler's in¬ 
creasingly deranged interfer¬ 
ence, the German generals 
could have almost certainly 
won the day—with staggering 


warafisrir 
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Kampfgruppe (1985), Kampfgruppe 
Scenario Add-On (1986), Panzer 
Strike (1988), SecondFront (1990) 
and now War In Russia, a simu¬ 
lation that contains the distilled 
essence of years of study, even 
of meditation. 

Many readers are no doubt 
asking: if I already have Second 
Front, and have played it to 
death, should I buy War In Rus¬ 
sia? The answer is not a simple 

fully satisfied your interest in 
the Russian campaign, then the 
incremental refinements, en¬ 
hancements, and scenario-edit¬ 
ing capabilities of War In Russia 
maynotbeworththeheftyprice 
(MSRP: $79.95) of admission. 

If you're a war-gamer who 
hasn't yet been bitten by the 
Russian-Front bug, but are 
about to take the plunge—and 
who's noticed that Second Front 
is available for half the cost of 
this new game — I strongly 
urge you to save your pennies 
until you can afford War in Rus¬ 
sia. For all its complexity. War 
in Russia strikes me as being 
easier to getintothanSecondFronf. 
For one thing, the manual is 
much clearer andmore detailed; 
back in 1990, SSI's designers 
subscribed to the Real-Men- 
Don't-Need-Tutorials school of 
thought, and there was an un¬ 
conscionable amount of know¬ 
ledge that could only be ac¬ 
quired by stumbling through 
game after game. 

For another thing. War in 
Russia gives you about twice as 
much game for your dollar. The 
graphics are much improved, 
fire sound effects, while noth¬ 
ing fancy, add significantly to 
the gaming gestalt, and there is 


abrooding synthesizer arrange¬ 
ment of Mussorgsky thatmakes 
a perfect soundtrack. 

Beyond the bells and 
whistles, though, you get more 
scenarios, game play that is 
finer-grained and more elegant. 


northern half 
of the map, 
covers the sum¬ 
mer months of 
1944, and de¬ 
picts events 
fromLeningrad, 
through the Bal- 

ward toward 

"other 
changes: New 
HQ and control 
rules clearly de¬ 
rived from the 
system used 
in Pacific War, 

transferring units (bad news. 
I'm afraid, for the Wehrmacht 
player!);andconsiderablymore 
detail in the handling of air 
forces and in their ability, when 
properly deployed, to wallop 


With War in Russia, Gary Grigsby 
captures the epic sweep and strategic 
complexity of the Russian Front 
campaigns — and still manages to 
convey the ask-no-quarter bloodiness 
of the individual battles. 


and a Scenario-Editing utility 
that will make Russian-Front 
addicts think their own private 
Millennium has dawned. 

In fact, the brief section of 
the manual devoted to 
the Scenario Editor 
does not begin to con¬ 
vey its power. Before 
messing with it, do con¬ 
sult the README file 
for a much fuller expla¬ 
nation. There are also 
three programmed 
scenarios not men¬ 
tioned in the manual 
but explained in the 
README text: "Cam¬ 
paign '44" covers the 
devastating Russian 

onslaught against_ 

Army Group Center, July-; 
gust 1944; "Operation Uranus" 
uses only the southern half of 
the map, starting with the great 
counterattack at Stalingrad in 
November '42 and running to 
March '43, when the Red Army 
juggernaut ran out of steam; 
and "Bagration," which uses the 


the enemy. If too many 

state of disorganizationno 
curs, with deleterious ci 
quencestothecombat-readiness 


doubt become apparent as I 
spend more time with the pro¬ 
gram — the initial overall feeling 
is that of abasically sound engine 
that has been fine-tuned by a 
master mechanic. 

The thought occurs to me 
that Gary Grigsby may well be 
the Tolstoy of game designers. 
With War in Russia, he succeeds 
in capturing the epic sweep 
and strategic complexity of the 
Russian Front's campaigns, yet 
when the game is set on its 
most detailed level of informa¬ 
tion display, he also conveys 
the ask-no-quarter bloodiness, 
the stupendous cost of these 
battles in lives and equipment. 

It is also possible to view 
War In Russia as one mightview 
the latest and most ambitious 

oeuvre. Certainly the "Grigsby 
Interface" is as recognizable, 
and as personal, as the literary 
style of a Tolstoy or even a 
Faulkner. 

This game stands in rela¬ 
tion to Grigsby's earlier Rus- 
sianFrontprojectsjustasagreat 
writer's final draft of a novel 
stands in relation to its earlier 
versions. The improvements are 
not so much apparent in the 
overall shape and structure of 
the work — the main themes 
and their development are still 
recognizably the same — but 
the cumulative effect of many 
revised details renders the total 
opus more polished, i 



i Front, it is no longer 
possible for a single corps to 
successfully attack an en¬ 
trenched enemy unit of compa¬ 
rable size, except during the 
Germans' "blitzkrieg" period in 
the war's opening months. 
Other subtle differences will no 


note-perfect in tone, even 
inevitable in the power of its 
statements. 

The verdict? This Russian- 
Front addict suspects that War 
In Russia will become a land- 
markin the history of computer 
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! F-I4 Tomcat Simulation! 


It’s all up to you! The skies are swarming with bandits. 
Only you stand between the threat and your carrier 

Lock on your radar and launch the Navy's advanced 
' destroy the most sophisticated enemy 
developed for a MicroProse simulation, 
lb, and dive to out-maneuver enemy 
artificial intelligence developed right 
and Third World military doctrine. 


KKS3 

S3, 


interact with strike packages that include 
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs 
and E-2C Hawkeye AWACS. 

Featuring the latest in 3-D terrain technology 
derived from digitized information taken from 
LANDSAT geological surveys, you’ll pilot your 
F-14 through actual locations. 

Fleet Defender from MicroProse. We brought you 
the F-15 Strike Eagle, now try the F-14 Tomcat 
featuring the most authentically modeled F-14 
systems available anywhere outside of the Navy. 
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Kiss Conventional 
Logic Goodbye 
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. Now you don : 
and all the evidence points 
elusion: a curse, Thus 
second in the Fables & Fiends" 
the offbeat, young mystic who 
the spell. Out of sync and out 


The land of Kyrandia is disappearing piece by piec 
toward one perilous cor 


l begins The Hand of Fate, 


t nothing JP 

■■■ .4 



st voyage to the center of the world 
foot, your aberrant journey reveals nothing 
Everything is what 

your friends on 
Literally. Conspiring to push 
entertainment, Westwood Studios has 
gameplay in the first few chapters of 


K 


hand 'n*y 

cinemagraphi 
puzzles ar 
The Hand of Fate 
The Legend of Kyrandia. 
advanced graphics 

on the market are first pencil tested, then painted 
on-screen to surrealistic perfection. Breakthrough 
Trulight technology BHRH illuminates each 

ically for a fuller, fourth 
State of Mind System , along 




Grasp The Hand of Fate and 
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REVIEW 


SEAL TEAM 


Category: Combat Simulation 


Publisher: Electronic Arts 
Developer: Electronic Arts 
Rating: ^ ^ |||| 



outh Vietnam ii 
the autumn of 
1967. Night in the 
Rung Sat. Hot, close, 
jungle night. Huge 
nocturnal bugs 
whirl past your 
head. Beads of sweat 
course dowi 
greasy layer of 
green-face camou¬ 
flage covering your 
'-5. Over the 


distant treeline, a flare arcs momentarily into 
sky, fired from some God-forsaken Mekong Delta 
outpost, reminding you that the war is always just 
a split second away, that death is as close as a 
second's hesitation, a single miscalculation, the 
smallest interval of confusion. 

I shall not presume to pass judgment or 
nuts-and-bolts realism of Electronic Arts'new SEAL 
Team simulation; only a veteran of real SEAL op- 
a a uui lo would be quali¬ 
fied to do that. But after 
my r 

game-duty with this 
small-unit combat sir 
ulation. I'm convinced 
thatitcomes closer than 
any other in my experi¬ 
ence to providing a 
gaming atmosphere 
that plausibly conveys 
some measure of the 
tension, fear, and adren- 
alized rush of real-life 
clandestine military 
operations. 

The first time I led my four-man SEAL team 
into an actual mission insertion (as opposed to the 
practice missions you need to go through to have 
a fair chance of surviving the real thing), the mood 
— seemingly the very texture of the game experi¬ 
ence —changed subtly but powerfully. I switched 
from the attractively cinematic Team View to the 
Point-Man View, and immediately felt my pulse 
quicken. As I peered into the dark foliage, trying to 
decide if that shape now visible to the west was a 
civilian hooch or the shoulder of a Viet Cong bunker. 




I felt a sudden and very real need to swivel my 
"head" and make sure the other members of the 
team were still behind me; the full impact of the term 
"point man" hit me like an RPG round. My God," I 
thought, "this is the loneliest place in the world! 

convinced I was by the tone and attitude of this 
simulation. Incidents flashed like lightning-strikes 
and seared the memory: The man I cut down with 
my Stoner machine gun a split second before his 
hands went up in surrender (even before I felt a 
small lurch of guilt, I could hear my more experi¬ 
enced comrades reminding me that "Dead VC 

.oner is always worth more than a 

ama-clad farmer who strode by 


ian," but who emerged from a hut 30 seconds later 
carrying an AK-47. 

Most of all, I remember the time I excitedly 
took my first prisoner. On the way back to our 
extractionpoint, the team was suddenly embroiled 
in a firefight—and because I'd forgotten to bring 
a prisoner-handling kit, my captive took advan¬ 
tage of the confusion to escape into the jungle, only 
to pop back up a few seconds later and kill me with 
a single, point-blank shot. 

Experiences like these give a whole new mean¬ 
ing to the term "learning curve," and are indicative 
of the thought and care that have gone into this 
simulation. The default historical setting is 1 Feb¬ 
ruary 1966, and the game clock runs out in late 
1969 — about the same time the real SEAL teams 
began to concentrate more on training their erst¬ 
while South Vietnamese replacements and less on 
actual combat missions. There are 20 missions per 
year, covering all the basic categories of SEAL 
activity: patrolling and information-gathering, am¬ 
bushing, demolitions, rescue of friendly POWS or 
downed pilots, and "snatches" of enemy personnel 
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Category: Air-Combat Simulation 
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Publisher: Spectrum Holobyte 


Developer: Digital Integration 
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pectrum Holobyte 
has built a reputa¬ 
tion onTopGun jet- 
fighter simulations. 
Its flagship product. 
Falcon 3.0, remains 
the most realistic 
and comprehensive 
F-16 combat simu¬ 
lator to date, despite 
the fact that it's over 
18-months old — 
ancient in the enter¬ 



tainment software biz. Now Spectrum has just 
released Tornado, a simulation of the tactical fighter 
and ground-strike aircraft used in the British 
Royal Air Force. Tornado is the creation of British 
i;whenSpectrumsaw 
the product, they de¬ 
cided that it was up 
to their high stan¬ 
dards and agreed to 
publish it. 

The Tornado is a 
two-man fighter de¬ 
signed to fly at low 
altitudes and high 
speeds, evading de¬ 
tection and delivering 
ordnance deep with¬ 
in enemy territory. 
Like many modemjet 
fighters, the Tornado 
has been around for a 
while, but it was Op¬ 
eration Desert Storm that put the spotlight on this 
excellent multi-purpose jet. 

And this simulation lives up to its namesake. 
Despite the fact that the game comes on just three 
disks, there are many options available to a would- 
be pilot, like extensive mission planning capabili¬ 
ties, an instant-gratification dogfight option with 
unlimited fuel and armaments, and an "E-Z Fly" 
flight model that ignores the effects your payload 
would have on flight dynamics. 

Novice pilots will appreciate these friendly 
features, but hardcore buffs will be happy to learn 
that Tornado is also capable of performing as a 
highly complex jet-fighter sim, as one glance at the 


weighty 331-page manual that accompanies the 
game wiU attest. The Tornado is a sweep-wing jet, 
and the sim allows you to adjust wing positions to 
optimize maneuverability and speed for specific 
flight conditions and mission objectives—sweep 
the wings forward for maneuverability and back 
for speed. Use the wrong configuration at high 
speeds, though, and your jet will rumble and 
begin to crack up. 

Flying a jet—even one without sweep-wing 
capability — is no easy proposition; the various 
"how-to" books on sale in bookstores for games 
like Falcon 3.0 are ample testimony to that fact. 
Because today's fighters can do so much, pilots 
have a formidable 
taskaheadofthem, 
and the more real¬ 
istic the sim, the 
more the gamer 
must leam to fully 
utilize the techni¬ 
cal capabilities of 
each fighter. Tor¬ 
nado is up to the challenge of re-creating the expe¬ 
rience, and the cockpit instrumentation is as com¬ 
plex as you would expect. Since the Tornado is 
designed for both ground-strike missions and air- 
to-air engagements, the pilot must master differ¬ 
ent targeting and tracking systems, and leam to 
read the cockpit gauges and heads-up display 
quickly. Thankfully, Tornado's designers have pro¬ 
vided a Simulator option to let greenhorns practice 
before they take to live training. 

An even more interesting option allows you 
to switch between the two cockpit positions, act¬ 
ing as either the pilot or the weapons-system of¬ 
ficer. SinceTomado is essentiallymeanttobeplayed 
as an ongoing campaign involving 20 pilots, simu¬ 
lator hours are ideal to practice your nose-plant. 
Crashing in the "live" Training mode can wipe out 
your pilot, but unlike earlier Spectrum sims. 
Tornado gives you the option of ignoring your 
debacle by giving you the option to not update 
the flight log. 

As usual for Spectrum, the documentation 
accompanying the game is thorough. Read the 
manual (especially the combat tactics) carefully 
while learning to fly the Tornado, and your enjoy¬ 
ment will be enhanced greatly; it's obvious that 
Tornado is a well-researched and deep simulation 


















TURBO TOUCH360, 
THE STATE OF THE ART 
PC GAME CONTROLLER! 
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Gives you better Gives you easy Faster movement for No more blisters or 

diagonal control circular control higher scores “numb thumb" 


Extensively consumer-tested with game 
players, software developers and computer 
game reviewers, the Triax Turbo Touch 360 
controller brings a new dimension of control 
and comfort to computer game playing. 

It’s a breakthrough product, 
offering the benefit of higher 
scores and longer play without 


“thumb fatigue.” Just pass your thumb or 
index finger over the control sensor-you don’t 
have to push down. And, thanks to better 
diagonal and circular (360°) control, the newest 
and most challenging games are easier to 

control and more fun to play. 
The Turbo Touch 360 is the 
right product at the right time. 


TRIAX 


N O L O G I E S 


For the name of your nearest Turbo Touch 360 retailer or to place an order, call 1-800-858-7429 





of the fighter's ca¬ 
pabilities. Combat 
becomes a mes¬ 


merizing experi¬ 
ence, as you fly to¬ 
wards a target at 
night, 200 feet 
above the ground. 
Operating the 
weapons-delivery 
system is a real joy 
— this is where 
Tornado struts its stuff, just as an F-16 stretches its 
wings some 15,000 feet above. 

Tornado uses a basic polygon-graphics sys¬ 
tem, so the hardware requirements aren't as de¬ 
manding as those in a sim like Strike Commander; 
owners of 486/33 MHz systems will be able to set 
graphics and terrain to full detail without any loss 
of smoothness. And there are plenty of graphics to 
enjoy. While not as technically advanced as Strike 
Commander’s RealSpace graphics technology or 
Comanche's fractally generated terrain. Tornado 
makes excellent use of polygons to create convinc- 
' ig buildings and other natural landmarks. Of 
course, gamers with slower 
CPUs can adjust the detail set¬ 
ting to smooth out the animation. 

The sound effects are 
minimalistic but adequate, 
though I sorely miss the digi¬ 
tized chatter that gives Falcon 3.0 
such intense realism. 

One weak spot in Tornado is 
the enemy artificial intelligence. 
In the air, some enemy pilots 
developmentally disabled. And SAMs 
(surface-to-air missiles) achieve an unbelievable 
kill ratio. For one thing, they seem to acquire and 
lock onto your fighter quicker than in comparable 
sims. And they're almost always lethal, due 
largely to the fact that there are very few things 
you can do to avoid a SAM in Tornado; in real life, 
outmaneuvering a SAM is an essential (and prac¬ 
tical) tactic to avoid being flamed. SAM accuracy 
and lethality will be toned down in a Tornado 
patch, which should 
be available by the 
time you read this. 

But despite the 
quibbles regarding 
game play in the air. 
Tornado is a superb 
game for what it ac¬ 
complishes on the 
ground. Tornado's 
Mission Planning 
system gives you 
control overnumer- 
ous details in plot- 
strikes for you 

the planner to set out waypoints, check fuel con¬ 
sumption along the flight route, and set autopilot 
characteristics — this feature really allows you to 
fully plan and organize a strike. Tornado even gives 
you the option to move a virtual camera through a 
battlefield to examine the terrain in full 3-D. 

Falcon 3.0 is famous for its depth of play — 
for its bug list. In fact, patches are 


still rolling out for that complex F-16 simulator. 
While I don't purport to have conducted a thor¬ 
ough bug search of Tornado, it seems relatively 
pest-free. A few lingering annoyances seem to 
exist, however; gamers have reported problems 
getting Tornado to interface properly with the 
throttle on Thrustmaster's Weapons Control Sys¬ 
tem, and others have reported bugs in saving and / 
or updating the status of ongoing campaign pilot 
records and flight planning. The lack of analog 
rudder support is somewhat puzzling, since Tor¬ 
nado will undoubtedly appeal most to the serious 
sim fans who appreciate and use add-on flight 
hardware. Sound Blaster sound drops out occa¬ 
sionally during mid-mission, defaulting to infe¬ 
rior AdLib sound. To its credit, though. Spectrum 
is actively monitoring bug reports and is as re¬ 
sponsive as ever to cleaning up these minor pesks. 

Like Falcon 3.0, Tornado has an option for 
head-to-head play via modem or direct link. All 
complaints about the stupidity of computer oppo¬ 
nents go out the window when you face a moti¬ 
vated and skilled pilot over the modem, either 
directly or through meeting places for modem 
gamers like CompuServe's Modem Games forum. 
But Tornado's modem features fall short of their 
potential. Head-to-head combat is limited to other 
Tornado owners; there's nothing inherently wrong 
with that, but it would have been more interesting 
if you could use Falcon 3.0's head-to-head option 
to fly the Tornado against a human-piloted F-16 or 
MiG-29. At the very least, gamers would have 
enjoyed an op¬ 
tion to play 
both cockpit 
positions in co- 

the modem. 

Dogfight¬ 
ing in a Tor¬ 
nado is a little 
less satisfying than in an F-16, because at high 
altitudes a Tornado would be no match for the 
Falcon — and there aren't many jet-combat situa¬ 
tions at very low altitudes. (Flying any modem jet 
fighter may be less than gratifying than a WWII 
prop fighter, since targets today are routinely ac¬ 
quired and dispatched BVR, or Beyond Visual 
Range). The manual stresses that the Tornado's 
strengths are not in air-to-air combat, though it also 
says that if a pilot relies on the Tomado's strengths 
(low-altitude speed and variable maneuverability 
when in swept-wing configuration) it can often 
take out overconfident pilots in their "superior" 
aircraft. And you'll certainly get the chance to test 
that theory, because Tornado is stocked with high¬ 
speed interceptors like the F-16 and the MiG-29. 
Still, none of these "superior" dogfighters could fly 
the low-altitude, high-speed sorties the Tornado 
was designed to fly. 

All in all, Digitial Integration and Spectrum 
Holobyte packed a lot firepower into three 31/2” 
disks. Though it lacks of the vast flexibility and 
scope of Falcon 3.0, Tornado is a slightly more 
accessible jet-fighter simulation that offers lots of 
replayability through its Mission Planning system. 
In short. Tornado has enough unique and well- 
designed features to satisfy almost any jet-simula- 
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The war against the Kilrathi rages on. 

To SOME, IT MEANS DEATH, SLAVERY OR DISHONOR... 
TO OTHERS, IT'S THE CHANCE TO MAKE A QUICK BUCK. 
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ou had it made, 
didn't you? First 
you were lucky 
enough to win a 
Gateway prospect- 
orship in a lottery. 
Sure, the odds ag¬ 
ainst a Gateway 
prospectorstrikingit 
rich are astronomi- 
cal, but you made 
MEREDITH the gamble pay off 

- — and picked up a 

cool 50 million bucks. Even in 2112, that's enough 
to guarantee a life free from worry and work. 

Oh, yeah. You also managed to save all of 
humanity from certain destruction. 

But there must be some universal karma dis¬ 
penser that starts dishing out adversity the very 
moment you think life couldn't get any better. 
Why else would the Gateway Corporation pick 
you, of all people, to brief the new Ambassador on 
the Heechee Artifact that suddenly blinked into 
existence just beyond the orbit of Pluto? What else 
could explain why the briefing turned into a flight 
for your life when the fanatical, Assassin-worship- 
ping Phoenix Sect launched a commando raid on 
Gateway headquarters? And surely that must be 
why you ended up taking the Ambassador's place 
aboard the spaceship Aquila, bound for the Arti¬ 
fact and a fate you never imagined. 


Legend's Gateway II: HOMEWORLD, the sec¬ 
ond game based on the award-winning books of 
Frederik Pohl, begins ten years after the events in 
Frederik Pohl's Gateway. The earth is safe from the 
near-omnipotent Assassins, thanks to your work 
in activating the Fleechee screens which protect 
the solar system from the prying electronic eye of 
the Assassins' Watchtower. Your trip to the Arti¬ 
fact, however, is only the beginning of a whole 
new adventure which eventually leads to a meet¬ 
ing with the Heechee themselves. They mysteri¬ 
ously vanished some half-million years before, 
fearing detection and extermination by the Assas¬ 
sins. But you discover their home world, hidden 
these many millennia within the event horizon of 
a black hole. And you leam that, despite their 



wisdom and knowledge, the Heechee are much 
more human than you had ever imagined, and are 
bound up in their own complex political intrigues. 

HOMEWORLD is a fascinating adventure, 
superior in many ways to the first game. The game 
is divided roughly into four sections: escape from 
the Phoenix Sect terrorists, adventures aboard the 
Heechee artifact, escape from the Ice World, and 
the intricacies of the Heechee homeworld. It's a 
very linear game—problemsmustoftenbe solved 
in a particular sequence before youcanprogress— 
but there's also some latitude for further explora¬ 
tion, and for getting to know more about the 
characters you meet along the way. 

A really nice touch, for example, is the conver¬ 
sations you can have with the unfortunate Gate¬ 
way prospectors trapped within the computer 
aboard the Heechee Artifact, which is basically an 
intergalactic roach motel for curious spacefarers. 
After boarding the ship, these prospectors were 
eventually killed by the spiderlike service robot 
that patrols the corridors. But their personalities 
were preserved electronically — a technique still 
used on the Heechee homeworld — and can be 
accessed once you figure out how to activate the 
computer system. Only a couple of them provide 
useful information, but it's still interesting to con¬ 
verse with the others, just to hear how they came to 
be there and how they feel about their digital 
purgatory. 

The potential conversations on the Heechee 
homeworld are also a lot of fun, giving a great deal 
of insight into aliens whose achievements belie 
their aU-too-human shortcomings. All conversa- 
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_ of hardcore v, 

3. The comp¬ 
any's sole attempt 

playing game, ai 
■ eminently forget¬ 
table product called Fire King, quickly sank with- 


I was therefore surprised, in that spring of '91, 
to receive a copy of Warlords, with its colorful 
cover depicting a fully caparisoned knight posed 
heroically in front of a castle. Warlords was a 
"stealth" product, released with virtually no fan¬ 
fare, and the box copy clearly, almost defiantly, 
described it as "a fantasy war game." At that time, 
the only other product bearing that label was SSI's 
Sword of Aragon, and since I had become thor¬ 
oughly addicted to that little classic, I installed 




Warlords with curiosity, but no great expectations. 

Three weeks later, I was still playing, and 
continued to play, obsessively, until I'd gone 
through every possible variant. It really was a war 
game, one which incorporated every maxim of 
tactics and strategy in She book. It played like a 
streamlined dream: no stupid riddles to solve, no 
interminable dungeon corridors to map, no magic 
spells in bogus Elfish to memorize—just conquer 
or die. The only objective in the game was to crush 
the other seven warlords who were trying to exter¬ 
minate you. 


One key to success was learning how to or¬ 
chestrate combined-arms offensives, using drag¬ 
ons and pegasi as strategic bombers, magical items 
as secret weapons, and hordes of light and heavy 
infantry as cannon fodder and to soften up enemy 
castles during sieges. 

SSG had a surprise hit on their hands as war- 
gamer after war-gamer surrendered to the game's 
charms, and to the sheer fun it delivered. Sugges¬ 
tions poured in from all over the world as to 
improvements and refinements; a sequel was in¬ 
evitable and, indeed, there was an interim update 
of the original game — available only for the 
Macintosh, however. 

Now comes the full-fledged PC sequel, one 
that incorporates a host of new features, imagina¬ 
tive options, gorgeous high-res VGA graphics, 
attractive theme music, and — if you have the 
hardware for it—the solemn voice of the Master 
Warlord, whose grim visage pops onscreen now 
and then to comment on your progress. 

For newcom¬ 
ers, here's the ba¬ 
sic concept: A 
huge fantasy- 
world lies open to 
conquest. Eight 
warlords contend 
for sole domina¬ 
tion. Eachcity they 
capture can produce several types of military 
units, ranging from cheap infantry to expensive 
(both in cost and time) dragons and war elephants. 
You must manage production carefully, for just as 
each city produces a certain amount of income 
each turn, each active unit costs a certain amount 
to maintain. If you rim out of money, you can only 
continue by deactivating units until the account 
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warlord emerges as the conqueror-of-conquerors. 
Feel free to bring your ego with you, since you 
have full freedom to name any character or city. 

Warlords II has so many improvements over 
the first game that it's hard to know where to 
begin. For starters, the maps and graphics are 
wonderfully enhanced. Everything is crisp, viv¬ 
idly colorful, and richly imaginative (each war¬ 
lord's cities have a distinctive look, ranging from 
giant skulls to storm-capped Olympian moun¬ 
tains). Several well-balanced campaigns come pre- 
loaded, but you can generate limitless random 
maps and fine-time their terrain, adding a bit more 
ocean to one, a few more mountain ranges to 
another. It's clear that veteran war-gamers de¬ 
signed the terrain program, because each map is 
loaded with strategic objectives: choke-points, 
isthmuses, vital bridges, hard-to-penetrate for¬ 
ests, craggy mountain passes. 

The military units are also vastly improved. 
There are several interesting new types available, 
including elephants, archons, elementals, and 
giant spiders. Many of these units have special 
bonuses which of¬ 
ten dictate one's tac¬ 
tics and production 
schedules. Spiders, 
for instance, add 
two combat points 
if used in cities, el¬ 
ephants cause de¬ 
moralization in the 
enemy, and the 
presence of cata- 

hances their de¬ 
fence power. While 

stacks of many different types, the resulting for¬ 
mation—though crushingly powerful—can only 
move at the rate of its slowest component. A major 
part of any strategy, therefore, involves grouping 
units of the same type and figuring out how to 
maximize their effect. As in the original game, you 
can "vector" units from production points far be¬ 
hind the lines to any other city in your possession, 
thus giving the game a crude but believable ele¬ 
ment of logistics. 


Naval combat has been greatly simplified. Any 
stack of units that embarks on water turns into a 
ship icon, regaining land-warfare capability only 
when it lands at a port or city. Naval combat negates 
all special bonuses, incidentally, so a warlord can 
take to the sea and—if he's lucky—inflict damage 
on units which on land would be much more pow¬ 
erful than his. 

Several new features give Warlords II even 
more appeal. There's now an option to personalize 
each warlord in the game. You can set the program 
for "intense combat" if you're in the mood for real 
slaughter (that setting gives weaker forces a slightly 
better chance when engaging a stronger opponent 
— think of it as a kind of "berserker" factor). To 
liven things up, you can allow the computer to 
assign turns randomly, which tends to make for 
a real Attila-the-Hun slugfest, with the various 
warlords' fortunes rising and falling with dra¬ 
matic suddenness. You can also opt for hidden 
maps, which gives the game an Empire-like flavor 
by presenting you with a totally unknown world 
whose features are revealed only by exploration. 

Captured cities can either be brought on-line 
to produce new units, or they can be pillaged, 
yielding no new troops, of course, but giving you 
a massive one-time infusion of cash in the form of 
loot. If you're desperate to halt the advance of a 
powerful invader, you can even employ "scorched 
earth" tactics by razing cities so that no one can 
ever use them again. 

Ruins and temples are scattered liberally across 
each map, and when a hero-character visits them, 
he (or she, since the set-up screen is definitely non¬ 
sexist) stands a random chance of being destroy¬ 
ed, or of acquiring either mighty allies or a power¬ 
ful item that enhances his fighting value or his 



powers of command. One new wrinkle is the 
addition of optional quests, the successful comple¬ 
tion of which will greatly enhance the hero's value. 

I tried the quest option a few times and didn't 
care for it — too often, the quest involves assassi¬ 
nating a warlord who's half-a-continent away, and 
while your hero is off tracking him, you lose him as 
a fighting unit. When presented with the quest 
option, I would recommend choosing "allies," 
"money," or "items" instead — you can put these 
things to immediate use, while the successful out¬ 
come of a quest can't help you for many long turns. 

Warlords II is a perfect sequel. It's packed with 
new and useful features, it's still easy to learn and 

packs more sheer fun than any other game of its kind. 
Kudos to SSG for making a great game even better! 


Strategic Studies Group, 8348 Monticello Drive, Pensacola I 
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P C titles simulate 
space combat in one 
of two ways. The 
first is the action- 
packed, flight-sim 
model exemplified 
by Wing Command- 
er. The other is a 
recerebralblend 
of strategy and tac- 
IVlMHn. tics, in the tradition 

PITCAVACE of SSI's Cosmic Bal- 

——— am ;'. Forme, thesec- 

ond variety is more interesting, since the space 
combat that intrigues me most is not Red Leader 
going down in flames over the Death Star, but the 
claustrophobic, nerve-wracking duels shown in 
the Star Trek episode "Balance of Terror," or the 
David Gerrold novel Yesterday's Children. 



Rules of Engagement 2 (ROE 2), the latest re¬ 
lease from Omnitrend, follows in this second tra¬ 
dition. Like its predecessor. Rules of Engagement, 
ROE 2 puts you in command of a squadron of 
starships. You issue orders to your subordinates, 
and directly control your flagship. You can play 
the many scenarios that make up a campaign, or 
use the game's extensive building system to create 
endless battles and campaigns of your own. More¬ 
over, ROE 2 links with Breach 2, a squad-level 
simulation of tactical combat; when your forces 
board an enemy ship, you can fight out that battle 
in detail, then switch back. 


Those who enjoyed its first incarnation will 
no doubt like ROE 2 even more, especially since 
Omnitrend has been careful to incorporate the 
suggestions of ROE players. For example, ROE 2 
contains more mine warfare and more dif¬ 
ferentiation between ship classes than its prede¬ 
cessor. In addition, the AI seems to be substantial¬ 
ly better. There is a lot to like here for ROE 
enthusiasts. 

But what about those who haven't yet experi¬ 
enced the thrill of this sort of space combat? Will 
they enjoy it as much as veteran ROE fanatics? The 
answer is a definite maybe: ROE 2 is as just as much 
a niche game as the title it replaces. 



ROE 2 comes with three rulebooks. One is for 
building campaigns, and needn't be read immedi¬ 
ately. The second book is the Fleet Operations 
Manual, a full 164 pages long. You'll need to 
familiarize yourself with much of that informa¬ 
tion in order to play the game well, and that can be 
a daunting proposition. But Omnitrend tries to 
make it easier for players to get into the game with 
the third book, a training manual that guides you 
through the introductory scenario and offers some 
tactical advice. 

The game is played using the Command and 
Control Systems Interface (CCSI)—a system of 26 
control windows, only four of which can be called 
up at any time. This leads to the fundamental 
problem with ROE 2: There's so much informa¬ 
tion, and so many control windows, that you can't 
see everything you'll need to maneuver, fight, and 
direct your forces. It would take a screen two to 
three times the game's 320 x 200 resolution, and a 
sizeable monitor, to display all the necessary in¬ 
formation. 

The CCSI solution is to break all the instru¬ 
ments down into different categories according to 
function, sothatyoucancallthemup and arrange 
them as you wish — kind of a mix-and-match 
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game control system. For instance, you can I 
two tactical windows to help you fight, a naviga¬ 
tion window showing movement, and a commu¬ 
nications window to transmit orders to subordi¬ 
nates in other ships. You can even call up one of 
two large displays that combines some of the 
smaller windows. 

The CCSI is a valid attempt at solving the 
game's problem of too many controls, but it's not 
completely successful. You'll often find yourself 
fumbling around for the right control window. 


life and death, as your ship's shields 
seem to disintegrate rapidly under en¬ 
emy fire. Not everything occurs in real 
time, however; communications, as 
well as repairs at outposts, are both 
much quicker than they should be. 

As I played the game, I sometimes 
found it very difficult to perform 
crucial tasks. In the tutorial scenario, 
for instance, I followed the instructions 
exactly, maneuvering my cruiser over 
to take out a weak transport. I locked 
on to the ship, readied my shields, 
selected my missiles, and so forth. Just 
when the enemy ship came within 
the range at which the training man¬ 
ual said I should begin firing, my ship 
lost target acquisition. I couldn't fire! 
I had to sit there while the lowly trans¬ 
port destroyed my cruiser. I never did 
achieve target acquisition, though I'd been head¬ 
ing straight at the enemy ship. The same thing 
happened while playing the tutorial a second 
time, though this time after maneuvering wildly 
and taking damaged finally re-acquired my target. 
It's unsettling when these problems crop in a 

Repeated play will give you more of a feeling 
as to what you can and cannot do with your ship— 
though even after hours of play, I still found occa¬ 
sions in combat when nothing seemed to make 
sense. You may also find your subordinates frus¬ 
trating, as they decide to take matters into their 
own hands. A modem officer who took such ac- 
tionswouldbe promptly relieved, but evidently in 
the future insubordination is not punished. 

For all its complexity and detail, ROE 2 is still 
shallow in some areas. There are only two types 
of weapons, beams and missiles; only six types 
of ships (both sides have the same types); and 
only two types of outposts. "Terrain" is limited to 
asteroid and radiation fields, and stars. Planets 
have no effect on ships or combat. Taken together. 


ESC or Right Mouse Button to Exit 


Until you're very familiar with the interface, it's 
maddeningly easy to open the wrong window, or 
replace a window you needed. 

Furthermore, the information in each win¬ 
dow is really crammed together. Buttons are la¬ 
beled with tiny abbreviations, and ships, locations, 
and other points are never named, only num¬ 
bered. As a result, you must remember a confusing 
array of alphanumeric designations: E01, E02, and 
E08 are all enemy ships, but E02 and E08 might be 
cruisers and E01 a transport. And don't confuse 
E01 with X01 or T01, or any other 01. At the very 
least, the designers should have tried to indicate 
ship in these designations. 

Anadded complication is that combatisbased 
in real time, so you must navigate frantically 
through the many windows and controls as you 
direct your ship in the heat of battle. There's a 
pause button, but it blacks out the entire screen 
except in the easiest mode. Pullingup evena single 
wrong window can mean the difference between 
Impressions Software, 222 Third Stn 



these limitations make many of the scenarios 
feel the same. And even though this game would 
be well-suited to modem play, the option is not 

Because of these limitations — as well as its 
strengths of scenario-creation and great detail — 
ROE 2 will primarily appeal to the gamer willing to 
devote many hours to mastering the system, work¬ 
ing through its quirks, and utilizing its assets. ROE 
2 isn't for everyone, but it's sure to delight players 
most enamored of the original ROE. 


>t. Suite 0234, Cambridge MA 02142 
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ethnic tensions, eco- 
nomic catastrophe, 
BUCHANAN rampant crime, and 

^ impending starva¬ 
tion. Nuclear war is a constant threat. 

Your mission, should you choose to purchase 
Ashes of Empire, is to bring peace and harmony to 
these shattered re¬ 
publics. Through 
diplomatic ma¬ 
neuvering, heart¬ 
felt pleadings, or 
brute force, you 
must win support 
in each of five re¬ 
publics, province 
by province. 

Gametek's 
Ashes of Empire is a 
big game -- a deep 
and complex sim¬ 
ulation that chal¬ 
lenges the player 
on several fronts. To succeed, you must be some¬ 
thing of a chameleon, assuming the roles of diplomat, 
bureaucrat, enforcer, negotiator, and even pilot. 

If you think that sounds like a formidable 
gaming experience, you're right. And if you think 
that it also sounds like there's considerably more 
workthanplayinvolvedhere, 
you're right again. Ashes is 
unquestionablyan ambitious 
effort, seeking to fuse ele¬ 
ments of strategy-gaming, di¬ 
plomacy, and action games. 
In the end, however. Ashes 
simply tries to do too much, 
and ends up being mon 
a chore than a game. While 
it may appeal to aspiring 




assistance of professionals allied with your cause. 
But professionals are a highly mobile bunch, mov¬ 
ing from town to town within a province. Once a 
professional comes over to your side, though, he'll 
offer to join your staff or provide a special service, 
such as delivering votes, providing resources, con¬ 
structing a new building or demolishing an old 
one, or persuading the military to join your team. 

As you make contacts among a town's profes¬ 
sionals, you'll learn the whereabouts of higher- 


bureaucrats, for my taste there's just not enough 
action, nor any sense of urgency, to keep entertain¬ 
ment-minded players interested. 

The setting, fictionalbut familiar, is the former 
Confederation of Syndicalist Republics, which in¬ 
cludes the republics of Ossia, Ruzakhstan, 


ian Syndicalist party has relaxed the reins on the 
republics, and the result has been chaos in the 
fledgling nations. 

Each republic, divided into as many as nine 
provinces, is an ethnic melting pot — a result of 
deliberate relocation to achieve diversity. That 
diversity canbe an obstacle at first, but as you win 
the support of an ethnic group in one republic, 
members of the same group living in other repub¬ 
lics also rise to support you. 

The key to building support within a single 
republic, and across that republic's ethnic groups, 
lies in appealing to the professional classes — 
medicine, military, engineering, and administra¬ 
tion. Each of these classes is controlled by five 
ranks of professionals. Win the support of a high- 
ranking professional and you command the loy¬ 
alty of all the professionals under him or her. Even 
more effective is a visit straight to the top: If you 
win the favor of a republic's president, you gain 
the loyalty of all 133 professionals in the nation. 

In exchange for their support, professionals 
will demand various resources, or ask for the 
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It's when Ashes puts on the hat of flight-sim 
and combat game that it really fails. As should be 
obvious by now, the game is already complex 
enough without trying to introduce an action-fest 
into the mix. If you want an exciting flight sim, 
there are plenty on the market that don't come 
wrapped in such complicated strategy. And how 
realistic is it to expect an administrator to be a 
crack fighter-pilot captain, dodging missiles on a 
mission of diplomacy? 

You start the game in a jet fighter, and, like all 
aircraft at your disposal, it flies more like a 
hovercraft—pretty convenient, considering there 
are no airstrips around. Threats are everywhere, 
both on the ground and in the sky. You're safe 
while your movement papers are in effect, but 
once they expire you're fair game. You have weap¬ 
ons at your disposal—but, like the flight controls. 


the targeting systems are far too simplistic. 

It's a shame that Ashes' authors chose to throw 
a combat simulation on top of the rest of the game. 
Though it might not excite everyone. Ashes suc¬ 
ceeds as a diplomacy simulation. But the game 
tries to be so much more — flight sim, tank sim, 
submarine sim, hovercraft sim, motorcycle sim, 
you name it. And all these elements really do is get 
in the way of the things the game does well. 

Ashes' world is huge, and the player has free 
movement within it, but there's not much to look 
at. The terrain is an endless desert-like vista of hills, 
with little to break the visual monotony. The graph¬ 
ics are ordinary, and sound effects are almost non¬ 
existent. 

The documentation, on the other hand, is 
excellent, spelling out in precise detail what you 
need to do to bring stability to the republics. Every 
republic is profiled, so you know tire ethnic mix 
and resources of each one, as well as what re¬ 
sources and assistance they require. 

It's admirable that Ashes' authors sought to 
craft a strategy game in which peace is the objective 
instead of destruction. But the means of bringing 
peace to this interesting game world can be te¬ 
dious, and the whole affair sorely lacks excitement 
—something, anything, tosparkyour imagination 
as you sit at the keyboard and chip away at the 
huge task before you. Ashes has an interesting 
story, it's richly detailed, and undeniably chal¬ 
lenging. And there's probably a subset of gamers 
out there who'll find the total experience re¬ 
warding and worthwhile. But as harsh as it may 
sound, the bottom line is that Ashes of Empire just 
isn't much fun. 


level professionals with 
whom you can negoti¬ 
ate. One character in 
each province knows 
where all professionals 
are, even governors 
and presidents. 

Upon entering a 

from building to build¬ 
ing, trying to win the 
backing of the civilians who control them and 
learning the locations of the professionals whose 
support is so vital. There are 28 types of buildings, 
each run by a single administrator. Win that 
civilian's support through barter or persuasion, 
and the building falls under your control. To secure 
a province, you must gain control of its key instal¬ 
lations — including military com- ^ — 
plexes, communication centers, 
radar units, barracks, and factories. 

A stockpile of commodities 
(weapons, vehicles, and fuel) is at 
your disposal. These are used to 
barter with civilians and profes¬ 
sionals, and to conduct your own 
military operations. You're allotted 
a fixed amount of time to win over a 
province. Run past the deadline, 
and saboteurs begin setting fires. 

There are severalmeansofper- 
suasion at your disposal. You can 
try to charm, threaten, beg, or trick 
citizens to gain control of their 
buildings. Only two of the strategies will work 
with any given citizen, and if you guess wrong you 
lose valuable time. 

Your goal, then, is to winsupportprovinceby 
province. But you can't just pop into town to flex 
your diplomatic muscles. You have to use a vehicle 
to enter the republic and, using a partial map, find 
your way to the towns. The rather barren land¬ 
scape holds plenty of danger, and as you journey 
you'll see missile-launchers, aircraft, and other 
vehicles. Luckily, your papers guarantee safe pas¬ 
sage for two hours. 

The world of Ashes is vast — the game en- 
about 2.8 million square miles. Your 

about in any part of that 
world, using dozens of 
vehicles, including jet 
fighters,bombers,boats, 
submarines, tanks, and 
motorcycles. You can 
alsowalk,ofcourse,and 
even swim. Transporta¬ 
tion sometimes borders 
on silly: Youcanflyyour 
hovercraft to the beach, 

•ning; dive under the 
a frogman, watching 

The interface is surprisingly simple for such a 
complex game. You can interrupt the real-time 
action to look at the map, check on your recruits 
and resources, monitor your professional teams, 
and view a list of demands from the people you're 
negotiating with. 


Gametek, 2999 N.C. 191 Street, Suite BOO, North Miami Beach FL S3 ISO 

















WHEN TWO WORLDS WAR 


in 

§ 


Ul 

Category: Strategy/Simulation 


Uj 

oc 


Publisher: Impressions 
Developer: Impressions 


Rating: llll ■ 




n that the va 
s galactic rac 
e conflict 
be inevitable. B 

I such messy, expe 
sive, destructive > 
fairs, considerable 
thought has gone 
• into devising ways 
to fight them more efficiently, economically, and 
neatly. Naturally, there's plenty of corporate cor 
petition to design and market systems that w 
enable planetary governments to do just that. On 

design of When Two Worlds War, an extremely 
impressive simulation of interplanetary war:' 


When you first open the box, you'll notice a 
clever advertising brochure touting the virtues of 
a product called the Westock-Waadam Warfare 
Workstation. The ad reads, in part: 

After years of fighting, victory leaves a bitter taste 
in the mouths of the survivors who must heal the scars 

■ to their planet and their 
people....But this depressing 
situation need never occur 
again, thanks to the Westock- 
Waadem Warfare Worksta¬ 
tion. The automated systems 
of the W2WW give you com¬ 
plete control over your forces 
and a clearly defined rules 
system that assures a clean 
and decisive victory every 
time. With this system, you 
can eliminate your foe with a 
minimum of fuss and harm, and return to the peaceful 
life you desire and cherish. 

There are also quotations from satisfied cus¬ 
tomers ("'I don't know what we would have done 
without it!' says planetary governor Adile 
Redvest"). This bit of truth-in-advertising gives 
you the essence of this beautifully designed and 
obsessively playable game. One thousand billion 
satisfied customers can't be wrong! 



The entire simulation is focused on and con¬ 
trolled by the Westock-Waadem Warfare Work¬ 
station (hereafter referred to simply as W2WW). 
The interface looks, feels, and responds like an 
actual workstation, andit does everythingits manu¬ 
facturer claims it will do. 

First off, you "calibrate" the simulation by 
setting up the two opposing planets: You deter¬ 
mine their size, technological levels, and begin¬ 
ning resources. You can do this easily by cycling 
through a series of multiple-choice questions, or 
you can go to a deeper level of the program and 
design custom planets in great detail (and store 
them for future use, if you design an especially 
pleasing world). You can also fashion a campaign 
game by pitting your planet against a series of 
randomly generated foes. 


Next, you decide the tech level your worlds. 
Ten technologies areavailable,goveming the speed, 
protection, firepower, accuracy, and range of your 
various weapons (called MUs, for Military Units). 
If you choose the default setting of low technology, 
part of your strategy must be the development and 
allocation of resources, which are generated by 
your "facilities." Facilities come in four types: Sci- 
Labs (for producing units of knowledge). Mines 
(to obtain raw materials). Power Stations (distribu¬ 
tion of energy), and Food Farms, each of which 
produces enough supplies to support a single MU. 

One of the niftiest features of the game is the 
fact that you can produce any type of air, sea, land, 
or space unit you can dream up, subject only to 
economicandtechnicallimitations—bothofwhich 
can change radically during the course of a cam¬ 
paign—providedyour defenses are strong enough 
to prevent the enemy from flattening your bases 
and facilities. You can design and manufacture 
tanks, transport vehicles, orbiting satellites packed 
with missiles and radar, submarines, artillery — 
you name it, you can produce it. 



entory of that_ 

particular MU. Here again, the choice is yours: 
You can concentrate on producing a handful of 
super-dreadnoughts capable of any task (prob¬ 
ably bankrupting yourself in the process), or take 
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You play as John Parker, a British astronomer 
who travels to the sleepy coastal village of Ulsmouth 
in 1910 to unravel the mystery of Lord Boleskin's 
insanity. You'll duplicate his work, and discover 
what drove him to madness. 

It turns out that poor Boleskin stumbled upon 
a spot from which the stars above looked unusu¬ 
ally close, and were arranged in a strange w 


tist Lord Boleskin 

sanity. He was in a 
quiet New England 
fishing village, try¬ 
ing to photograph 
Halley's Comet, 
when he apparent¬ 
ly made some sort 
of grim discovery— 
" 'asneverthe 


same again. Now another astronomer has arrived 
in the sleepy town to photograph the comet, and 
perhaps learn the secret of Boleskin's discovery. 

That's the premise behind I-Motion's SI J 

- of the Comet, a 

graphic adventure 
inspiredby the tales 
of H.P. Lovecraft. 

It's based around 
an intriguing story, 
full of strange char¬ 
acters and curious 
clues, but because 
of uninspired grap¬ 
hics and a confining 
interface. Shadow 
ultimately falls 
short as a graphic 
adventure. 

Shadow oftheComet,A Call of Cthulhu Adven¬ 
ture, is from the same company that wowed the 
gaming world with Alone in the Dark. But don't 
expect that sort of excitement in this game: The 
more conventional Shadow can't match the 
tension-filled. 


There, he encountered the phenomenon that 
drove him over the edge—supernatural happen¬ 
ings involving a shadowy ciit linked to Indian 
gods called the Great Ancients. 

You have three days — the time during 
which the comet is visible — to solve the mystery 
and keep the Great Ancients at bay. After settling 
into your room at Dr. West's house, you move out 
and begin exploring the town, which is made up of 
about 20 buildings as well as a few other, more 
sinister, sites outside of town. 

At first, the people you meet all seem friendly 


spect. 


gripping graph¬ 
ics of Alone in 
the Dark. Shadow 
of the Comet does 
spinagood yam, 
though, laced 
with riveting 
characters and 
dark mysteries. 


enough. But itsoonbecomesclearthatsomeofthe 
townsfolk know a lot more than they're letting on. 
There's the mayor who's a bit too curious, the 
friendly girl with the overbearing aunt, the belli¬ 
cose police officer, and the surly bartender. And 
those guys playing poker could be trouble.... 

Illsmouth is a tranquil village during the day, 
but at night itbecomes a sinister hub of cult activity 
and the very center of the game's central mystery. 
And those townspeople, who were so cordial in 
daylight, take on suspicious new personas when 
the sun sets. 

It's a big world to explore — there are more 
100 game screens, most of them in the town itself. 
That's where you'll run into a bit of action that 
adds some excitement to the game. For instance, 
you'll find yourself defending some hapless chap 
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from a pair of town bullies. And if you stick up for 
the gypsies when a cop tries to run them off, they'll 
befriend you later. 

Bits of Boleskin's writings and drawings sur¬ 
vive around town, and the clues they contain lead 
you into the woods, where, naturally, evil lurks. 
There you'll find a stone circle where a cult per- 

The game's engine is the same as the one used 
in I-Motion's Eternam. and sports a bare-bones 
interface to guide you 
through the story. 
You maneuver Parker 
through town, using 
the few options avail¬ 


able ti 


gate various scenes, 

search for clues. Your 
actions are limited to 
walking, talking, get¬ 
ting and using items, 
and looking. 

A pop-up inven¬ 
tory gives you easy access to your possessions, and 
a map allows you to move quickly about town. 
But perhaps the most useful tool is Parker's jour¬ 
nal, which keeps track of clues, conversations, and 
your character's own thoughts. 

The full-screen adventure moves smoothly, 
with quick transitions between scenes. Each en¬ 
counter with one of Blsmouth's 40-odd characters 



brings a close-up view of the character; close-ups 
also accompany many of Parker's actions, such as 
opening a drawer, working a lock, or knocking on 
a door. The simple interface, while easy to use, 
doesn'treallygiveyoua chance to fully explore the 
town and its story. If you've ever play ed an adven¬ 
ture game, you know that the first thing you do 
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ploring every possible nook and cranny. But in 
Shadow of the Comet, there's very little in the way of 
objects you can examine—virtually the only time 
you can "see" something is if it's an important 
item. This Spartan environment leaves little to 
achieve in the way of discovery: If there's anything 
to get or look at, it's almost certainly a clue. 



packet of documents relating to the Boleskin 
affair are included with the game, allowing you 
to review the case and study the details of 
Boleskin's death. 

Sound effects are minimal — a knock on the 
door, the music of the gypsies, birds chirping in the 
woods — while conversations are handled 


in graphic adventures, but a bit of digitized speech 
would have been a nice touch, and perhaps given 
the characters more distinct personalities. 

Incidently, Shadow of the Comet gets my vote 
for the most annoying copy-protection routine on 
the market today. It's actually a little cardboard 
box, with a lens in one end and 176 pictures of 
constellations (many of which look alike) at the 
other. You have to squint into the viewer and 
identify two of the damn things every time you 
start the game! 

Shadow of the Comet offers nothing new in 
adventure gaming, and it certainly could have 
been dressed up a bit with more sound and some 


animation. Still, for computer sleuths who love a 
good mystery. Shadow should offer many hours 
of interesting investigation — if not compelling 
gaming. 
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Used to be that only videogame systems 
gave you the fast, easy action of a thumb- 
control pad. But now the new QuickShot 
Starfighter 5 brings thumb excitement to 
your IBM PC. 

Starfighter 5 is loaded with fea¬ 
tures like automatic centering, 
turbo firing, and eight-direc- 
tional-movement Plus it’s got ^ 

super-sensitive response but- f 
tonsandsmoothcontoursforan 
excellent thumbson experience. 


And Starfighter 5 is the same neutral 
color as your computer casing-so you 
can keep it next to your PC and it won’t 
stick out like a sore thumb. 

Starfighter 5 is the newest member 
of the QuickShot controller 
team-a complete lineup of 
high-quality joysticks, arcade- 
style controllers, and thumb- 
control pads for IBM-compatible 
PCs and the most popular video- 


Yoifll find QuickShot wherever PC 
game products are sold...And in the hands of 
value-wise gamers like you. 

QuickShot "technology, Inc. AMember 
of Tbmei Group. 47473 Seabridge Drive, 
Fremont, CA 94538 

QuickS hot 

It’s how you play the game. 
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'vejustspentseveral 
days with Lands of 
Lore, the latest FRP 
from Eye of the l 
holder I and II ci 
ators Westwood 
Studios, and I've got 
good news and bad 
news for role-play- 
ing fans. The good 
lvtlL news is that lands of 

RANDALL Lore elevates the 

- standard for graph¬ 

ics and interface in first-person FRPs. There's no 
question thatthisisaveryattractive game. The bad 
news, though, may well be more important: Lands 
of Lore introduces absolutely no new concepts in 
fantasy role-playing, sticking instead to the genre's 
tried and true—and terribly overused—hack 'n' 
slash formula. The resultisasolidgamefor hardcore 
FRP fans, but one that never fully lives up to the 
promise of its opening screens. 

And those opening screens are mastei 
The intro sequence is a graphic feast, and the 
sound is just as impressive. We see the king in 
Gladstone Keep, 
andourhero(that's 
you) as he rides 
along the road and 
over the draw¬ 
bridge. Incredibly 
realistic hoofbeats 
fill the air as you 
approach the castle, 
and spoken pas¬ 
sages urgently con¬ 
vey the story once 
inside. Only atafew 
points in the re¬ 
mainder of the 
game are the graph- 
lis sequence, but the 
sound effects—though often repetitive—ren 
convincing throughout. 

If you've played any of SSI's three Eye of the 
Beholder games, or FTL's Dungeon Master (which in 
its original incarnation was probably the earliest 
FRP to utilize a first-person perspective ) Lore's 
interface is instantly accessible. The top-right third 





of the screen is given over to a first-person view of 
your surroundings, with portraits of you and 
your fellow adventurers below this graphic win¬ 
dow. At the bottom left are two buttons—one for 
sending party members into sleepland (for heal¬ 
ing) and another for accessing game functions 
such as saves, loads, options, and exiting the 
game. Above these buttons are arrows you can 
click on to guide your party, but most players will 
probably opt for keyboard control of movement. 

Beneath the portraits is a scrollable inventory 
bar, the first obvious interface improvement. In 
most FRPs, each character has an individual in¬ 
ventory — a realistic system, but one that can 
prove rather tedious over the course of a game. In 
oraerioronecnar- - 

carried by an¬ 
other, you usually 
have to open the 
inventory of the 
character possess¬ 
ing the item, select 

nventory. Lore's inventory system is much less 
realistic — the characters don't have backpacks 
with a limited number of available slots, weight 
limitations, and so on—butit's much, much easier 
se. Since Westwood has opted for this system, 
though, it might as well have gone whole-hog and 
used two or even three separate inventory bars. 
Why? Because in the heat of the game's real-time 
battle system (more on this later), trying to find 
that crucial healing salve quickly can be vexing, 
to say the least. But the new inventory system is 
still a smart design decision that makes it easy 
to concentrate on the game rather than the mech- 
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rarely has more than two members, so the prob¬ 
lem here is less acute than in the first two Beholder 
games (Eye Iff has an All Attack option). Still, a way 
to make everyone in the party strike simultan¬ 
eously would make combat much less frustrating. 

The biggest problem of all, though, is the fact 
that when all is said and done. Lands of Lore accom¬ 
plishes nothing new. Yes, it improves on a number 
of FRP issues, particularly ease of play, but a 
couple hours into it and you'll realize you've done 
all this before. After the extremely promising intro¬ 
ductory sequence, and a good lead-in to the story 
and your relationship with other characters. Lore 
quickly becomes a game of rooms and corridors, 
the type of adventure we've seen again and again 
over the past dozen years. True, only a small part 
of Lore takes place in a dungeon, but the forests, 
caves, mines, and other locales are structured the 
same way: You travel in straight lines (you can't 
duck under trees), turn at right angles, and, in the 
underground areas, encounter locked doors, locked 
chests, puzzles involving steel plates, secret en¬ 
trances, buttons to push, and wheels to turn. All the 
things,in otherwords, thathavebeen in FRPs since 
they began. 

Your mission in the game is to save the king's 
life. To do that, you've got to locate the recipe for an 
elixir, track down the ingredients, then find the 
king and make the elixir work. That's it. Thereare 
no interesting subplots, there's little character in¬ 
teraction, and the main plot simply hangs there 
like a coat on a rack. You're teased into thinking 
you're on track, only to realize that you've yet 
another hurdle to clear — and the hurdles, as 
we've seen all too often in this genre, are very often 
combat-oriented. The combat in Lore isn't as an¬ 
noyingly frequent as in many FRPs, and you do at 
least see creatures moving toward you, but there's 
still far too much of it to remain interesting. Worse 
still, you almost never have a compelling motiva¬ 
tion for all the death you deal: things attack you, so 
you just blow them away.. 

Lands of Lore doesn't hold the patent on these 
flaws; they're imbedded in most fantasy role-play¬ 
ing games, and Lore is better than many of them. 
But in the face of products like Dynamix's Betrayal 
at Krondor (a watershed game that raises the FRP 
stakes considerably)orevenSir-Tech'sCrasfl<fers of 
the Dark Savant (an old-style fantasy game with 
significant, unique features). Lands of Lore seems 
instantly retrograde despite its undeniable 
strengths. It may be at the front of the rut in which 
the FRP genre finds itself, but a rut is still a rut, and 
it's time to break out of it. 


This isn't the only example of good 
interface design. At the top left, highly vis¬ 
ible and easily accessed, is a list of available 
magic spells. When you find a scroll con¬ 
taining a new spell, you simply left-click on 
the scroll to grab it, drag it with the mouse 
above a character's portrait, and right-click 
to have him or her learn it. To choose a spell 
to cast, just click on the always-available 
spell list. There's no memorizing, scribing, 
recalling, or any of the other "realistic" 
systems in other FRPs, and the result is a 
highly usable magic system. 

On the right side of the main window 
are such useful items as a compass, a map, 
and a lantern. The map automatically updates 
itself, giving you essential information such as the 
locations of secret doors, teleporters, and all the 
important items you've found. Lighting the lan- 


and left-clicking. To¬ 
gether, these se~ 
ingly minor ir 
face improvements 
make for extremely 
smooth game play. 

Lands of Lore has 
other good qualities. 
For one, it's quite ad¬ 
dictive, and you'll 
find yourself spend¬ 
ing many hours try¬ 
ing to reach a conclu¬ 
sion. Second, you can 
games anytime, even during combat — no 
more waiting for an inevitable death before giving 
it another go. Finally, the game installs and plays 
flawlesslytmder Microsoft Windows—and given 
the ubiquity of Windows, this is a cue other pub¬ 
lishers would be wise to follow. 

There's no denying that Lands of Lore is both 
enjoyable and user-friendly, but several trouble¬ 
some qualities lurk beneath the handsome exte¬ 
rior. The bad news starts with a minor gripe about 
the combat system, but this quickly leads to prob¬ 
lems with story and innovation — problems that 
make Lore an essentially unimportant game, one 
Ty but may quickly be 


As in Eye of the Beholder, Lore 
employs a real-time combat sys¬ 
tem. Unlike phased combat, in 
which you can take all the time 
you need to ponder the actions 
for each member of your party, 
monsters don't wait on your in¬ 
put before attacking. This system 
lends a slight arcade element to 


citement. But it works well only 
when your party consists of a 
single character,becauseyou can't 
control the entire party with just one attack button. 
Instead, you must move the mouse arrow from 
one character's attack button to the next, losing a 
few seconds in theprocess. Fortunately, yourparty 





















Breaking the 
seal of this box 
will turn every 
day into a 
football 


Warning: 


Introducing Tom Landry Strategy Football Deluxe Edition 


He invented the “flex,” reintroduced 
the “shotgun,” won five NFC 
Championships, two Superbowls, and a 
place in the Hall of Fame. Now, Tom 
Landry’s 29 years of winning football 
strategy are yours to explore in this 
new eye-popping, mind-challenging 
computer game: Tom Landry Strategy 
Football Deluxe Edition! 

More Football Strategy 
Than Ever! 

The Deluxe Edition builds on the 
success of the original TLSF game, 
adding five new offensive schemes, a 
variety of defensive line formations, 
man in motion options, an improved 
computer coach, and special blitzing 
calls. Play a single game or track your 
favorite team through a regular season. 




If it’s in football, it’s in our Deluxe 
Edition! 

Put Yourself In The Game! 

New league editor features let you 
actually change player names and 
attributes to place yourself in the game! 
Play by college or pro rules. Match 
teams from different eras. With the 
new TLSF Deluxe Edition, computer 
coaching styles, playcalling tendencies 
— even team jersey colors — are all up 



Tom Landry fans asked for it. The 
Deluxe Edition has it! You’ll thrill to 
our on-screen weather conditions, 
improved play resolution, and 
improved Instant Replay facility. Plus, 


you’ll find in-depth stats 
by game, week, or 
season, detailed down 
to the individual 
conference leaders! 

Tom Landry 
Strategy Football Deluxe 
Edition! 

Whether you play the computer, 
against a friend, or over a modem, put 
football’s greatest mind in your hands 
with the new TLSF Deluxe Edition. 
Call Merit Software, and order today! 




1 - 800 - 238-4277 

Merit Software" 


13707 Gamma Rd., Dallas, TX 75244 
214-385-2353 ©1993 Merit Software 
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SELBY 

BATEMAN 


axis subtitles Sim- 
Farm as " SimCity's 
Country Cousin," 
and that's a pretty 
accurate descrip¬ 
tion. In fact, this lat¬ 
est entry in the 
Maxis line of "Sim" 
software toys feels 
closer to the origi¬ 
nal SimCity game 
experience than any 
of the other titles — 


SimLife, SimEarth, and SimAnt — that have ap¬ 
peared since that classic's release. 

Instead of managing a city, you're given com¬ 
plete control of a fledgling farm. But strange as it 
may sound, many of the problems you encounter 
and the decisions you must make in SimFarm will 
remind you of SimCity. Financial resource man¬ 
agement is key to SimFarm, just as in SimCity, and 
the only way to achieve fiscal prosperity is to 
juggle a wide range of management activities si¬ 
multaneously. 

Unless you were raised on a farm — or are 
currently a farmer—the learning curve in SimFarm 
is significantly steeper than in SimCity. There's a 




I- 1 ourney back 

in time to the 
year 1957 on 
i ) I an expedition 
'—^ I to the dark 
heart of the Amazon 
Basin. A desparate, 
crazed message sends 
you on a perilous search 
through a land where 
legends come to life, 
danger hides behind 
every corner, and 
incredible treasures wait 
to be discovered. 

AMAZON is designed 
in the style of the serials 
of the 1940’s and 50’s 
such as Flash Gordon, 
The Lost City, and 
Rocketman. 


These serials were made 
up of intriguing, fast 
paced episodes which 
placed the hero in unbe¬ 
lievable peril. AMAZON 
contains 14 exciting 
episodes filled with plot 
twists, mysterious charac 
ters and heart stopping 
cliff-hangers. You haven’t 
had this much fun since 
the drive-in days! 

ti. 01 \ 











lot of fanning 
and crop infor¬ 
mation to dis¬ 
till andplace in 
context; as a 
city boy, I ap¬ 
proached Sim- 
Farm barely 
knowing sor¬ 
ghum from 
soybeans or an herbicide from a fungicide. And I 
certainly didn't know that onions canbe planted in 
both January and June, that oats are sensitive to 
over-watering, and that while com removes a lot of 
nutrients from the soil, soybeans add nutrients. 

In other words, when it comes to farming, I 
don't know beans. 

And obviously, that knowledge is very impor¬ 
tant. As you plunge into your first few farms — 
borrowing heavily from the bank and crossing your 
fingers — you must leam how to choose the right 
mix of crops, when and how much to water and 
fertilize, and when to sell your crops directly or take 
your chances by selling through the futures market. 

Fortunately,aswithitsearlierproducts,Maxis 
has loaded the SimFarm manual with good, acces¬ 
sible information. And once you get used to the 
icons, the game's interface is easy to use. 




The manual includes a 41-page section on the 
history of farming, as well as a glossary of farming 
terms. Another 6 pages give a detailed explanation 
of the equipment you'll be buying and using — 


and even crop dusters. Four pages are 
to explaining in detail the 24 crops vou 
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to plant. You'll need to study these details carefully 
so you can choose crops that are appropriate to 
both the soil type and quality in the section of the 
country you've chosen to farm and to the market 
where you'll ultimately sell the fruits of your labor. 

the most helpful information in the 
five pages of farming strategies, 
which can go a long way to¬ 
ward helping you get started. 
There are general recommen¬ 
dations and specific sugges¬ 
tions relating to field condi¬ 
tions, planting, machinery, and 

A good tutorial takes you 
through your first farming e 
perience. You can elect to 1 
cate your farm in any of eight 
regions across the U.S., each with its own unique 
climate, soil, and growing-season. SimFarm also 
allows you to customize your farm's characteris¬ 
tics — von choose levels of rainfall, temperature, 
wind speed, and whether or 
notthereisariveror lake on the 
land. If you don't like the looks 
of the computer-generated 
landscape, you can keep trying 
until you get something m 
suited to your tastes. 

Like most real farmers, 
you'11 start off by borrowing 
from the bank. Bulldoze the 
rocks from the land, and then 
start buying sheds, tractors, 
plows, crops — the works. Af¬ 
ter you getyourfirstcropin the 
ground, you'll need to start 
monitoring the weather, the moisture levels of the 
soil, and a range of other factors. It's satisfying to 
see a little tractor zipping around the field, carry¬ 
ing outyour commands. And when your crops are 
ready to bring in and take to market (or to store, for 
later sale) the harvester comes out of its shed and 

There are a host of other details to take in 
consideration. Tractors and trucks don't come 
cheap, so you'll have to lay out capital for dirt 
roads to prolong the life of your farm machinery. 



Do you choose chemical fertilizers, pesticides, her¬ 
bicides, and fungicides, or take the organic route 
instead, and select plants that will minimize the 
damage caused by pests and disease? There's a 
town near your spread regardless of what region 
of the country you chose, and as your fortunes rise 
the town will grow. You may want to build a 
paved road to town (again to save wear and tear on 
your vehicles), and you may want to convince the 
town to build an airport so that you can get that 
crop duster you've always wanted. As you harvest 
and sell, watch your balance sheet carefully — 
money is a scarce commodity, as you'll certainly 
notice while stumbling your way through the first 
few games. 

But over time, you'll leam why it'sagoodidea 
to plant trees as a wind break, to stagger plantings. 



and to consult the Farm Bureau before you plant. 
There are many subtle tricks to keeping machinery 
in good condition, placing ditches for irrigation, 
and strategically orienting water troughs for live¬ 
stock. Just pray that disasters such as tornados, 
locustinfestations, droughts, and floods don'truin 
your fortunes. 

Many aspects of farming are necessarily sim¬ 
plified, both to enhance game play and to keep the 
simulating moving along at a good pace. The Sim¬ 
Farm game designers even apologize in the man¬ 
ual to real farmers, who might argue with some of 
the growing timetables, watering levels, etc. 

It remains to be seen whether there will be as 
many eager sim-farmers as there have been sim- 
dty managers. Farming isn't the first career path 
most people consider, and it does take some pa¬ 
tience to leam the winning crop and planting 
combinations that can make your farm a success. 
But if you're hankering to try the farming life 
without getting your fingers dirty or going into 
deep debt, you'll find SimFarm a fascinating, fun, 
sometimes frustrating challenge very much in the 
SimCity tradition. 


s, 2 Theatre Square, Orinda CA ' 


























96,000 acres of 1 
irreplaceable rain 
forest are burned j 
every day. 

The rain forest is : 
the world’s great- | 
est pharmaceuti- I 
cal storehouse. It i 
provides sources i 
for a quarter of i 
today’s drugs and \ 
medicines and 
seventy percent of i 
the plants found I 
to have anticancer 
properties. 

This senseless 
destruction must 


A "R tinifomt. 


stop. NOW! 


planting 
environmental 
organization, 
and support Rain 
Forest Rescue 
to help stop the 
destruction. 
You’d better call 
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WING COMMANDER ACADEMY 


Category: Space-Combat Simulation 
Publisher: Origin 
Developer: Origin 


. .’ jrjHji 




view of this prod¬ 
uct seems almost 
superfluous: If it 
does what its ad¬ 
vertisements claim 

powerful tractor 


in the galaxy 
wouldn't stop Wing 
Commander fans 
from scarfing up 
, every copy in sight. 

Well, fellow Wing Commander addii' " ’ 
and then some. Origin seems to have ta 
rational suggestion from the series' legion of fans 
and wrapped them into one gorgeous package. 
Even the most experienced and battle-tested joy¬ 
stick jockies will find that WCA delivers all the 


action and challenge they've ever wished for. The 
multiplicity of options and features, along with 
the inclusion of the seemingly unbeatable 
"Gauntlet" arcade game, give this product vir¬ 
tually unlimited replay value. 

A list of WCA's features will excite any Wing 
Commander fan who hasn't already bought the 
program: You can custom-design any kind of mis¬ 
sion you want (including pilot rescue and data- 
pod retrieval), on any level of difficulty you desire. 

Confederation or 
the Kilrathi side; 
you can fly or fight 
againstl7 different 
spacecraft; and if 
you're really feel¬ 
ing masochistic. 



Origin Systems, P.O. Bo: 



3u can even add asteroid belts and minefields, 
wo new types of spacecraft are available, in- 
Confederation 
in the uni- 

2rse," this baby is ar- 
lored like Fort Knox and 
carries the awesome new 
Leech missile. 

But that's not all. You 
n set up random sce- 
rios in which the com¬ 
puter throws you into 
battle against anunpredict- 
able — and usually formi¬ 
dable—mix of opponents. 

s to floppy disk and trade them with other 
Wing Commander fans, or upload individual mis- 
' files to bulletin boards or modem them to a 



In every mission you can go it alone, or choose 
fromamong four wingmen(includingManiac, whose 
tendency to reckless grandstanding has not mel¬ 
lowed with time). And ifyou really thinkyou'rehot 
stuff, you can learn repeated lessons in humility by 
flyingthe Gauntlet: 15 levels of3waveseachagainst 
enemies who get progressively tougher as the sce¬ 
nario progresses. I fancied myself a pretty fair dog- 
fighter,havingbeaten all previous WingCommander 
games, but after two weeks of running the Gaunt¬ 
let, I still haven't made it past level 7-3. It's hard to 
imagine how tough the foes are in the higher levels 
—but I intend to keep trying until I find out. 

Origin has wrapped all these features with an 
interface that simply couldn't be any cleaner or 
easier to learn. It only takes a minute or two to set 
up the most elaborate custom missions. 

Try as I might, I can only think of one thing 
Origin left out: a chance 
station. Oh well, you 
can always choose to 
fly a Kilrathi ship and 
attack one of the Con¬ 
federation stations 

the custom missions. 

A traitorous act, per¬ 
haps, but those space 
stations make such a 
wonderful spectacle 
when they blow up 
that few will be able to 
resist trying it. 

Best of all. Wing Commander Academy is a 
stand-alone game; you don't need any of the pre¬ 
vious games in the series to enjoy this mission 
builder, nor will lack of familiarity with the 
system in any way compromise your enjoyment 
of WCA. You can jump right in and cut to the 
chase without any worries about whether you'll 
" on" or "lose" an entire campaign. 

Thank you. Origin; you have answered many 
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ARMOUR-GEDDOIM 


Category: Military Strategy 
Publisher: Psygnosis 
Developer: Psygnosis 

Ratins: m 





enough bells and 
whistles to make 
your head spin? 
Why, Armour-Geddon, of course. 

Welcome to the year 2052, 55 years after a 
global nuclear exchange poisoned much of the 
'—' l -’s surface. Though there were 
survivors who escaped the holo- 
by going underground, they 
don't feel so lucky now — they're en- 
running battle against the 
irradiated surface-dwellers, with their 
nuclear-powered minds and mutat¬ 
ing molecules. 

The underground dwellers, 
known as Shelts, developed the Earth 

_DefenseNetwork (EDEN) back in2002, 

partitioning the surface of the Earth into habitable 
and non-habitable sectors. In one of these inhospi¬ 
table sectors, EDEN personnel have discovered 
the remnants of an unexploded neutron bomb, the 
only device capable of destroying the mutants' 
fearsome Beam Cannon. If that's not enough back- 
groundforyou,just 
check out the rest 
of the 107-page in¬ 
struction manual. 
Psygnosis has pro¬ 
vided oodles and 
oodles of neat sci-fi 
timelines, charts, 
calendars, dia¬ 
grams, and esoter¬ 
ic historical data, 
all of which help 

Geddon seemtobe 
more than merely 
a game. 

Psygnosis, 675 Massachusetts 


But alas, this background story is a lot more 
interesting than the game proper. Fire up the 
program and take the old Heavy Tank out for a 
spin around the block, and you'll find yourself in 
the midst of plains, mountains, rivers, lakes, air¬ 
strips, colonies.. .oh, yeah, and enemies. The game's 
polygon graphics during these sequences are de¬ 
cent, but seem a bit plain after what we've seen 
done with texture-mapping and shaded polygons 
in other recent sims (Aces Over Europe, IndyCar 
Racing, Strike Commander, etc.). 

The game map is fairly large — 250 square 
miles — so you've got plenty of territory to cover 
in military vehicles such as tanks, stealth fighters, 
and hovercrafts, but before you fly 'em or drive 
' you gotta build 'em. That means allocating 



resources, scientists, and engineers to develop and 
manufacture each craft. You can hop into the 
cockpit of any vehicle; once there, you can cycle 
through various interior and exterior views with 
the simple press of a button. 

Oops... .Did Isay simple? The interface during 
these combat sequences is hopelessly cluttered 
and confusing, and although you can use a mouse, 
joystick, or the keyboard, none is easy to master. 
It's a good thing the game comes with a keyboard 
map that displays the various keystrokes and their 
functions: There are at least 70 functioning control 
buttons for the — 


genc\ Beacon, 

Telepod, Cam- 
era L/R/U/D, 

Zoom-in/Out, L.,i—. — - « nTTrimrr i ^ ^^^M 

Internal, External 1 and 2, H.Q., Abort Serial Link, 
Radar Reset, Throttle, and so forth. Many keys 
have an alternate Shift function as well. Whew! 

Armour-Geddon is obviously a complicated 
game, but it's not really a complex game. If you're 
up to memorizing the controls, and can spend 
enough time in the practice mode (a training sce¬ 
nario where the enemies don't fire at you...well, at 
least not very much), then Armour-Geddon should 
offer a fair dose of fun. And Psygnosis has in¬ 
cluded a modem-play feature, always a plus for 
any type of war game. 

But in the final analysis, it's the fans who 
thrive on the likes of Avalon Hill's tabletop war- 
games (the ones with those 100-page rulebooks) 
that will feel most at home in the cockpit of Armour- 
Geddon. All others, take cover. 


























Meet Jack Ladd, a jack of all 
trades, most of them illegal. Jack's 
in big trouble. You see this is the 
future and now the IRS has the 
to use deadly force to col- 
Guess what Jack, 
tax man commeth, and 
they're looking for the gazillion 
bucks you owe them. Now 
you have only 28 days to 
get them the money, how 
you do it is up to you. 

Join Jack as he cons and 
coerces his way through 
the backstreets and 
alleys on the seedy 
side of the galaxy. 
Eight-way scrolling, 
full perspective scal¬ 
ing and Hypertext- 
style interaction 
give this game a 
colorful and realistic 
edge. This unusual 
adventure captures 
your imagination and 
thrusts you right into 
the heart of Jack 
Ladd's bizarre world. 
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STRONGHOLD 


Category: Strategy/Fantasy 
Publisher: Strategic Simulations 
Developer: Stomnfront Studios 



though there ha 
been much van; 
ion in the serie 
But now, developer 
Stormfront Studios 
..... has hit upon £ 

T. LIAM unique new ap- 

MCDONALD proach, set in the 

- original Dungeons 

& Dragons world. Stronghold incorporates the fan¬ 
tasy elements inherent to the D&D universe into a 
game of kingdom-building and conquest. The re- 






































A Cast of Hollywood Actors Over I hour of Spoken Dialogue Revisit Flood Control Dam #3 Try to Outwit Devious Dwarves 


" The humor and originality of Zork 
are always present... its images are the most spectacular 
in the history of video games" 


"The interface may be revolutionary [and] allows a 
that has been absent heretofore in graphic 

-Johnny 1. 
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and fairies, 

brothers, bom to mortals, are separated at birth| 
chosen for the ultimate battle that will decide 
the fate of heaven and earth. They later 
meet, never knowing their true rela¬ 
tion — or their own dark destiny. Fated 
to duel your twin to the death, you must 
fight to stay alive and rescue lovely, innocent 
maidens from the clutches of menacing foes. 
And perhaps, become the ruler of all. 
M So the challenge is on! Anincompa- 
rablfcfole playing fantasy game for 
your PC, with stunning, hand 
Kggp sculpted graphics throughout, 
jpl^tapj^jjurrierous scripts and a thrilling 
|1 * <n Bllt * )e warne d — with its 
]' ^\joluptuous women and intense 
\ action, Dragon Knight III is for 
' mature audiences only. And 
Sv r ’ I not for the faint hearted. 


Enter a World 
of Demons 
and Damsels. 
If You Dare. 


Available now at your 
nearest dealer or call 
1-800-258-MEGA. 
Or write Megatech, 
P.O.Box 11333, 
Torrance, CA 
90510. Visa, 
Mastercard, 
checks accepted. 















There's more to games 
than a mouth that sort of 
moves or tinny sound. Now 
play PC games and feel just 
like you're sitting in a 
theater controlling the 
action with your joy¬ 
stick. 

It's ReelMagic; the 
new MPEG playback 
adapter from Sigma Designs. 


Our add-in board 
’ brings the next gen¬ 
eration of CD-ROM 
games to your PC 
bigger than life. 
Say adios to 
wimpy graphics. 
Herky-jerky 
movement. 
Bogus sound. 

\jti thefull-blown multimedia kit , orspringfor AnH nhfin\/ 

just the board if you already have the rest of the gear. Ml IU [JI IUI I y 
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Discover the new generation of ReelMagic gamesfrom these manufacturers, and look for more exciting titles comings 






















scenarios.ReelMagic 
pumps up the reality 
meter so you can crank 
up the fantasy. 

We've also included 
Activision's Return to Zorkin 
experience the excitement 

-1 of full motion 

video now. 

_I It's not real unless 

ReelMagic Adapter jtS ReelMagjC. Call 

1-800-845-8086 ext. 311 for a 
dealer demo near you. Or you can 
stick with real ordinary. Oh joy! 

Only ReelMagic Makes It Real. 


256 VS. 32,768 COLORS Why settle for a mere 
256 colors, offered by current PC games, when 
ReelMagic gives you theater-quality graphics 
with over 32,000? 


GRUNTS VS. CD-QUALITY AUDIO Get 16-bit 
CD-qualify sound that plays Sound Blaster™ 
and Windows™compatible software. The 8-bit 
audio you're used to just doesn't compare. 


5 FPS VS. 30 FPS ReelMagic-compatible 
games run at 30 frames-per-second, 
TRUE full-motion, so you avoid jerky, 
blocky images. 


1/4 VS. FULLSCREEN Now you 
can get theater-quality video in a 
full-screen image for a realistic, 
movie-like experience. 

kSIGMA 
^DESIGNS 
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COHORT II 


Category: War Game 
Publisher: Impressions 
Developer: Impressions 

Rating: S ■ |4j || M 


t the height of the 
Roman empire, 
warfare was domi¬ 
nated by larger- 
than-life personali¬ 
ties like Caesar, 
Fabius, Hannibal 
and Pyrrhus, fight 


I ing epoch-making 
battles at Cannae, 
Alesia, Pharsalus, 
Trebia, and ove 
- most of Europe. The 
main unit of combat directed by these legendary 
tacticians was the cohort, consisting of light, m 
1 ' n, and heavy infantry and calvary in 








accurate, featuring mobile but unarmored light 
units; heavily armored, slow-moving heavy 
units; and lethal medium units. Archers hang in 
the back spraying the field with bursts of projec¬ 
tiles, while other units butt heads with the en¬ 
emy in a seemingly mindless clash of wills. The 
battles are fought on several types of terrain that 
effect movement and speed (but not combat, as 
least as far as I could tell). Unit formations can 
be changed to various lines, blocks, or squares, 
and the speed of attack can be varied from Stand 
to Charge. 
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NHL HOCKEY 


Category: Sports Simulation 
Publisher: Electronic Arts 
Developer: Electronic Arts 

Rating: HHti 



A sLos Angeles Kings' 
fans discovered last 
spring, ice hockey is 
the fastest, most ac¬ 
tion-packed, and 
perhaps most in¬ 
tense team sport of 

_ all. True, the game 

has an image prob¬ 
lem, first because 
fights are a regular 
part of the game, 
and second because 
the National Hockey League has actually admit¬ 
ted a team called the Mighty Ducks (can you 
imagine Major League Baseball giving the go- 
ahead to the Indianapolis Bad News Bears?). But 

-with the expansion of the NHL into 

regions of the U.S. once considered far 
too warm to have any interest in the 
sport—there'snowafranchiseinTexas, 
twoinFlorida,and three in California— 
hockey has a chance to make a whole 
slew of new fans. 

The cartridge-game publishers 
have provided more than their share of 
support for hockey, but hockey sims for 
the PC have been extremely rare. Fortunately, 
Bethesda's Wayne Gretzky Hockey (now up to ver¬ 
sion 3) provided early leadership in the field, so the 
quantitative absence hasn't been too important. 
Now, with the arrival of NHL Hockey, PC gamers 
have two excellent sims from which to choose. 

Actually, playing NHL Hockey is very similar 
to playing Wayne Gretzky Hockey 3. The overhead 
view of the rink is nearly identical, and the action 
inbothgames is strongly comparable. Some Gretzy 
fans, in fact, may think that NHL Hockey bears a 
suspicious resemblance to the Bethesda game, but 
the truth is that this is probably the best viewpoint 
for a hockey sim. The sideline views we see on 
television are designed to show the game's speed 
rather than its strategies, but seeing the game from 
above the ice lets the designers simulate more 
carefully. 

And simulate is something NHL Hockey does 
well. A game between two defense-oriented teams 
like Montreal and Toronto will end up with a 
suitably low score, while a Detroit-L.A. clash will 
Electronic Arts, 


yield a realistic eight or nine goals or more. The 
designers have managed this by carefully work¬ 
ing with the length of the game's three periods: a 
standard 20-minute period takes only 15 minutes 
or less of real time to play (including time-outs for 
face-offs), which means that each game minute is 
simulated by about 20 seconds of real time. The 
result is a two-fold success: a full game can be 
played in about a half-hour, yet you come away 
with the impression that you've played a com- 

anythingbut a chaotic game, with a team's success 
relying about 80 percent on set formations and 20 
percent on an individualplayer'sinspirations(toss 
in a Gretzky or a Brett Hull and the split changes 
somewhat). NHL Hockey's AI handles the forma¬ 
tions, while its statistical depth makes itpossible to 
differentiate between individual players and indi¬ 
vidual teams. If you let the computer control both 
teams, you can watch the plays develop and the 
individual players do their thing; even dining 
power plays and penalty-killing situations, the 
players work the ice as they should. 

All the NHL teams are here, complete with 
team and player stats for the '92-'93 season (the 
package also comes with the NHL's '92-'93 Official 
Guide and Record Book). You can play exhibition 
games or opt for a complete playoff series (last 
year's L.A.-Montreal Stanley Cup final is the de¬ 
fault). Or, if you're extremely ambitious, you can 
play a complete season based on the '92-'93 sched¬ 
ule or one of your own creation. NHL Hockey also 



allows you to alter player stats, trade players, and 
establish your own fantasy leagues if you wish. 

Graphics are strong, with convincing plays 
and moves. Sound is excellent, with digitized 
speech during announcements and play and 
crowd noises that sound right. There's even the 
standard, cheesy-sounding arena organ during 
play stoppages. Announcer Ron Barr doesn't 
do as much announcing as he could, but that has 
little impact on the experience. NHL Hockey serves 
the sport well, and is a must-play for hockey 
fans who have the computing muscle (minimum 
386/33 MHz, 3 MB RAM) to accommodate 
this impressive program. 


IAS0 Fashion Island Blvd., San Mateo CA ! 
















STREET FIGHTER II 


Category: Martial Arts 
Publisher: Capcom 
Developer: Capcom 


Rating: 0 0 




or the past year or 

ruled the < 
tridge-bas 
video-gaming 
roost — Street 
Fighter II. This one- 
or two-player 
fighting game, 
which combines 

subtle strategies, 
has been an incred¬ 
ible hit on the Super Nintendo, breaking all sorts of 
sales records for that system. And the Sega Genesis 


With this sort of background, it seemed only 
a matter of time before an IBM version appeared, 
and I (a closet Super Nintendo fan) relished the 
thought of being able to get into some down-and- 
dirty combat on my PC. Unfortunately, it didn't 
take long for me to realize that this is a title that 
needs to stay on the cartridge machines. 

The first problem with this PC version is 
joystick control. The arcade and cartridge versions 
of this game have six buttons in addition to the 
directional pad or stick, making a perfect PC trans¬ 
lation of the game impossible (at least until a 
manufacturer releases a six-button controller for 
the PC). I knew this before I fired up the game, but 
it didn't change the fact that the decreased number 
of controls really takes a lot out of the game play. 

The arcade version of the game has three 
buttons apiece for kicks and punches, with each 
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on determining the speed of the attack; the 
slower the punch or kick, the more damage it 
inflicts. This is a crucial aspect of the game, as a 
player must weigh the benefits of speed versus 
r er. To attack at the different speeds in the PC 
ion, however, requires an awkward combina¬ 
tion of simultaneously positioning the 
joystick and pressing the universal 
punch or kick buttons, and it simply 
doesn't work well. You need intuitive 
control in this sort of intense, fast- 
paced game—orshouldlsayinagame 
that's supposed to be fast-paced. The 
characters move dreadfully slow, even 
- a 486/50MHz. More on that later. 




Then there's the audio. The music in the cart- 
based game is powerful, but in the PC version the 
music is flat and uninspiring. What made this so 
disappointing is the fact that the Sound Blaster is 
easily capable of re-creating the music of the origi¬ 
nal. What's more, the sound effects — another 
exciting element of the SNES version — never 
worked properly on my Sound Blaster 16; the 
effects could be heard through a Pro Audio Spec¬ 
trum with Sound Blaster emulation, but they were 
accompanied by a white noise that sounded like a 
pair of eyeglasses being crushed in a blender. The 
documentation offered no clues as to why I was 
having sound problems, nor was there an option to let 
me try to remedy the situation by telling the program 
the DMA and IRQ settings for my sound card. 

But the biggest problem with Street Fighter II 
is the on-screen action. All the characters jump 
much too high, and the ones who have extra 
jumping power sometimes leave the screen com¬ 
pletely. The animation is very slow, leaving you 
feeling like you're playing a shadow of the original 
game, and there's a slight but noticeable lag be¬ 
tween the time you push a button and when the 
character performs the 
cret moves is almost 
impossible, espe¬ 
cially the ones that 
require the player to 
"hold away" for two 
seconds. I've been 
pulling off all the se¬ 
cret moves on the 
SNES for months 
now, but I was still 
unable to make any 
of them work in this 


version. 

In short, the ar¬ 
cade and SNES ve 
sions of Street Fighter 

Hare fantastic games.but the PC_ 

capture any of the qualities that make them great. 
Any fan of the arcade or SNES game will be sorely 
disappointed by this weak offering, and gamers 
who play this version without having experienced 
the original will be left wondering just what the 
excitement is all about. 
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SLATER AND CHARLIE 
GO CAMPING 


Category: Educational 


Publisher: Sierra 



Rating: Q| j|~ 



I magine a book that 
reads itself to your 
children; a book 
with infinite pa¬ 
tience, that can help 
your children learn 
by pronouncing any 

_ word or phrase they 

point to. Couple this 
ability with arrima- 
TREnl . tion and interactive 

WARD exercises that keep 




dinosaur, seems particularly accident prone, while 
Charlie, a good-natured and often oblivious or¬ 
ange dinosaur, seems to do OK as long as he 
doesn't stand too close to Slater. The story itself 
doesn't have a heavy educational message, but it's 
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THE LOST VIKINGS 



Category: Action/Puzzle 
Publisher: Interplay 
Developer: Silicon & Synapse 




re sophisticated (and often warped) comedy of 
other PC games. Chances are you'll soon find 
yourself speeding through the dopey conversa¬ 
tions that follow each level. It's the one part of the 
game that just doesn't work. 

Like the three elves in Gobliins, each of the 
Vikings has predetermined skills. Faced with a 
puzzle in which you must reach a high platform? 
Just maneuver Erik the Swift, the leaper of the 
bunch, onto Olaf the Stout's shield for aboost up to 
thenecessary spot. This cooperative approach gives 
The Lost Vikings a charm you won't find in single¬ 
character puzzle/arcade games like Flashback or 
Out of This World. It also means you've got to man¬ 
euver all three a 
of the little fel- I 



re's a fair dose of arcade action in The Los 



The Lost Vikings can get a little i 
times, but on the whole it's very er 































UID PICK TWO 
GAMES FREE! 


it all; operator services, directory 
assistance, customer service, even 
instant credit for wrong numbers. 
And we do it 24 hours a day! 

No Risk Guarantee 
Your satisfaction is guaranteed: 
we'll pick up the cost of switching 
your long distance to Sprint, and wil 
even pay to switch you back if you 
are not completely satisfied. (Some 
restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and 
service you want while getting two 
Sierra games you enjoy? 

Sprint t 

• SIERRA 8 


Choose any TVvo Sierra Games 
when you switch to Sprint* 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the Publishers themselves. 


If you come across anyone selling releases from 
te, please do not support them and do let us know. 




